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Of course, there will be plenty of fighting. When Alaron 
and company are on the road, monsters confront them 
in 3-D scenarios. All combat in Aidyn Chronicles is turn* 
based, meaning that every 

hero or enemy takes turns 
attacking, casting spells, or 
running away when the 
odds are unfavorable. 

Mastering the art of 
combat is essential 

to guiding Alaron <:KuK^Hj[9 

toward his destiny. 


st r ictly an N64 gamer, you might not be familiar with 
^PGs* Unlike many other games in which you're 
c wen one character to control, RPGs often put you 
a charge of a group of characters with different 
strengths, weaknesses, and abilities. And rather 
:nan depending on split-second timing and pre- 
& ——n cise control, 

most RPGs 

J m require more 

V strategy to 

?y succeed. 


/ When Alaron and his party begin their 
^ adventure, they'll have a tough time 

defeating the lowliest Giant Rat or Wolf, 
but as they progress, even the mightiest 
foes will fall to them. As is typical in 
most RPGs, your characters gain 
r by earning experience from battles, which lets 
learn new skills, enhance their physical abilities, or 

--- study spells. 

Constant battle 
can be wearying, 
but whatever 
doesn't kill your 
party makes it 
stronger. 


Aidyn Chronicles is the adventure of Castle 
Gwernia's young squire Alaron, who must 
i«idertake a quest to save his homeland and disco' 
-is origin and potential. He'll face many powerful t 
-lies—from Goblin hordes to traitors to the crown 

limn , 
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Your characters will also fare better 
in fights if they are properly equipped. 
Characters can wear armor, wield 
weapons, and carry accessories that improve their per¬ 
formance- Sometimes you'll find these things in locked 

chests, and sometimes 
you'll take them from the 
bodies of fallen foes, but 
most often, you'!! have to 
purchase them from shop¬ 
keepers in towns. Speak to 
every character you meet; 
you might get the chance 
to purchase something, 
find a new ally, or simply 
get some helpful informa¬ 
tion. Above all, keep your 
eyes and ears open— 
Alaron depends on you to 
help him get to the end of 
his story. 


£3M GM& Is# 


This strategy guide addresses every aspect of Aidyn 
Chronicles . Each chapter of the walkthrough begins 
with a list of the enemies you'll likely encounter, so if 
your party isn't up to snuff, fight some weaker enemies 
for Gold and Experience Points, purchase better equip¬ 
ment, and/or train your party in new skills before you 
enter the next Act. 



Each walkthrough section features a detailed map of 
the area you'll be exploring, with all of the encounters, 
treasure, and special items you might come across. Use 
the map to locate 
items that will help 
your party on its 
quest. Beware, howev¬ 
er; straying from the 
path might lead you 
into an area that your 
party isn't ready to 
handle. 



The walkthrough is designed to help you get Alaron 
and company from one objective to the next with mini¬ 
mal fuss. The walkthrough's early chapters tell you 
where to find most hidden items, but as the game pro¬ 
gresses and more areas open up, you'll have to rely on 
the maps to find the hundreds of hidden items; Aidyn 
Chron/des is set in an enormous 3-D world—those will¬ 
ing to explore it will be well rewarded. 
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There are thirteen characters who can undertake 
Alaron's quest. Because you can only have four charac¬ 
ters in your party at a time, you want to give each one 
some serious consideration before deciding who to 
include. Some, such as Rheda, might require a little per¬ 
suading to join you. Others, such as Abrecan, are 
ready to help after you've asked them 
politely. In general, you want a good mix of 
front-line fighters, long-distance magic users, 
and thieves. Don't put too many eggs in the 
same basket; you'll need a variety of skills to 
survive the challenges that await Alaron and 
company 





Alaron 

A/dyn Chronicles' main character, 

Alaron, is a headstrong young squire 
from Gwernia whose eagerness to prove 
himself often conflicts with his inexperi¬ 
ence. Orphaned as an infant after a Goblin 
raid, Alaron was adopted by the King of 
Gwernia, who seems to have a special affec¬ 
tion for the boy. The knight Abrecan, 
however, resents Alaron's headstrong 
attitude and fears that if Alaron con¬ 
tinues to leap before looking, he # ll 
tarnish the reputation of the castle 
knights,,,tf Alaron lives long enough 
to become one, that is, 

Alaron is a good all-around fighter 
with some talent for magic. He is best 
used as the second melee fighter in the 
^ party (after Abrecan) or as the primary 
" • Wizard (if you don't choose Rheda or 
% Godric). And although no character can 
be resurrected after reaching zero hit 
points, the game actually ends if Alaron 
is killed, so building him up as a magic¬ 
using melee fighter is a good idea. 



\ 




Abrecan 

Captain of the Gwernian knights and possi¬ 
bly the greatest living Warrior in the king¬ 
dom, Abrecan's prowess in battle is 
matched only by his surliness in social situ¬ 
ations, He never misses an opportunity to 
grumble at Alaron or Brenna, and very few of his 
compatriots' misdemeanors escape his notice. But 
behind the hard exterior is a committed, dis¬ 
ciplined warrior who wants nothing more 
from life than to serve his king and 
country and uphold the honor of the 
fs l Gwernian knights. 

4 Abrecan.becomes available in Act 

One, when you first return to the cas¬ 
tle. Abrecan is good for two things: 
absorbing punishment and dealing it 
out. He is vital to any low-level party 
because he's able to destroy 
Minotaurs and Goblins without 
breaking a sweat while the weaker 
adventurers are having trouble with Giant Rats, 
He should be at the front of any combat, hold¬ 
ing enemies back from the other characters, 
who are free to attack with magic or missile 
weapons (or to heal Abrecan). Build up 
Abrecan's already impressive physical stats 
and keep him in good armor and weaponry 
and you'll have little to fear. 



BRENNA 

You'd never know it from watch¬ 
ing them, but the constantly ^ 
feuding Brenna and Alaron 
are actually the best of 
friends. They have a great 
deal in common: Brenna was also 
orphaned while very young, but unlike Alaron, 
she had to make her own way in the world for 
a little while before being taken in by the 
King, which is why her thieving skills are , 
unmatched. Like Alaron, she feels as if 
she doesn't get enough respect in 
Gwernia, especially from Abrecan, and 
she wants to find her place in the world 
as badly as Alaron does. 



A 


t 
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A though she hates being called a Thief, the fact of the 
- 3 "ter is that Brenna is a Thief, and a good one. 

Without her Thief skill, Alaron's party has very tittle 
i^ance of getting the goodies out of locked chests. And 
without her Mechanician skill, some of those chests are 
<ely to blow up in the party's face* Developing her tal¬ 
ent with thrown weapons makes her a worthy addition 
:o the group. You can take Brenna into your party in Act 
One, when you first return to the castle. 




i\HEDA 

High-strung and as demanding of oth¬ 
ers as she is of herself, Rheda is the 
apprentice of the Wizard Bowden. 
When you first meet her, she's trying 
to remove a curse laid on her friend 


• Niesen by Shamsuk, a Gwernian politi- 
V dan who's a little on the power-hungry 
side. She'd rather spend her time at 
the castle trying to cure Niesen, but if 



Alaron is persuasive enough, he can 
get her to join him on his quest. 



Skilled in the magic 
arts, Rheda is an initial¬ 
ly weak Wizard who 
can become a powerful and valuable 
member of the party, provided there 
are a few warriors who can hold 
back the monsters* Rheda 


As much as you might like Godric's zany antics, he's 
probably not the best guy to pick for your party. 
Although he is a skilled alchemist, the Alchemy skill is 
one that any character can pick up and improve, com¬ 
pensating for his absence. Also, his potions require 
plenty of Herb, Spice, and Gemstones, so if you're hop¬ 
ing to use Alaron's or Rheda's spells, you may be frus¬ 
trated by how quickly you run out of materials. 




BEGAN 

A former Gwernian knight, 
Becan left Gwernia and the 
King's service after the 
Goblin raids of 
Alaron's early child- 




hood* His resi¬ 
dence in Gwernia is still 
unoccupied, though, and he 
ieft his journal sitting on the 
kitchen table. It reveals that 
Becan did save the King's life, 
but he seems to have some 
regrets about the way he did 
it. Alaron can find Becan 
peddling wares in the a 
M irari village Erromon. Jjjtk 
If Alaron is especially 
persistent, he can 
convince 
Becan to 






once again 
take up the 

axe and crush some Goblin skulls 


works best as support for 
the rest of the group, 
casting defensive and 
offensive spells. 

Improve her defensive 
stats, pour XP into her 
Wizard skill, and teach 
her every spell you 
come across. 


Becan's fighting skills are comparable to 
Abrecan's. His biggest disadvantage is that he's 
slow. He doesn't get as many attacks as other 
characters and can't move as far during his turn 
You can remedy his slowness by boosting his 
Dexterity with XP* Having Becan and 
to Abrecan in the same party ensures a solid 
wall of blades and armor through which 
few enemies can pass* 


GODIUC z / 

j St—- i Godric is nuts. He lives in the T » 
basement of the Wizard's n 

% 3 Keep, guards his laboratory with 

Giant Rats and Bats, and can't remem- 
ber conversations he had five minutes 
ago* His talent for Alchemy and his scattered 
<-owledge of Gwernian history, however, almost 
make up for his mental lapses. You can invite 
3 odric to join you in Act One, when you first return 
to the castle. 
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A KEELIN 

I & j The daughter of well-to-do traders in 
, Talewok, Keelin turned to a life of mis 
<:> * W chief when she was quite young, and 
she r s only gotten worse as she's 
grown. If she can't get her way by 
using her womanly charms, Keelin isn't above 
using her light fingers or ever-present dagger 
to get the job done. The party first encounters 
her at the bridge to Port Saiid, and she 
becomes a selectable character at Port Saiid's 
Four Winds Inn. 5 


Arturo's only good for one thing; fighting. Fortunately, 
he's really good at fighting. Not only can he dish out a 
great deal of damage, he can also absorb a lot of pun¬ 
ishment. By the time Alaron meets him, he might be 
ready for a break from Abrecan, and Arturo is a worthy 
replacement. 


NIE5BN 

Niesen, one of Rheda's best friends from 
Gwernia, was 


cursed by the Wizard 
j ft Shamsuk just before the beginning of the 

game. If he does not find a cure soon, he 
——-1 will slowly become undead. At the start of 
Alaron's quest, Niesen is only mentioned by name. He 
appears for the first time in Talewok, at Herne's Inn, 
k and is available as a playable character when the 
k party reaches Terminor. He and Alaron share much 
K more of a past than either of them realizes. 


Keelin is Brenna's rival in every way. By the 
time Alaron meets Keelin, Brenna has start¬ 
ed hinting that she's a little jealous of the 
female attention he's been getting...and 
Keelin gives Alaron a lot of attention. She's 
also a very talented Thief, but would Alaron 
ever confess that she might be more talented 
than Brenna? 


Niesen is a very powerful and knowledgeable 
Wizard of the Elemental school and a decent 
k alchemist. He's not much for melee combat, 
U but he starts out with enough Stamina and 
Endurance to take a few good hits, and his 
arsenal of anti-Necromancy spells comes 
in handy against undead monsters. 


Arturo | 

& -- i With a head as thick as his #L 

A Improved Plate Mail, Arturo is 
^ quintessential big dumb 
fighter. His father was a 
Gwernian knight, but the closest Arturo 
ever got to meeting him was receiving his armor after 
he died. His drive to live up to the honor of the Code of 
Knights is limited only by his almost subhuman lack of 
Intelligence. The party meets him while he's "guarding" 
the bridge to Port Saiid, not letting even legitimate 
. travelers and merchants pass. 
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DONOVAN 

G p—— Swashbuckling superhero or 
self-absorbed sword - 
(N J slinger? Donovan thinks 

very highly of ^ 

L —_1 himself...so highly, in 

~act # that he has grown tired of giving 
encing lessons to the children of 
aristocrats in Terminor, and longs for p 
adventure. His prose (and armor) \ * 
ean toward the melodramatic, but s 

his skills as a Warrior and a Wizard 
compensate. 


Donovan is available as a playable 
character at the beginning of Act 
Five. Find him in the last room on 
the right in the Staggering Ogre 
Inn. Rheda's obligation to 
Alaron's quest ends with Act 
Four, so Donovan (who is a 
Naming Wizard, like Rheda) 
might be a good replacement ^ 
for her. 


BAIR.D 

■ I Baird's sheer size could give Arturo's bulk a 

run for its money, but, unlike Arturo, Baird 
<\£has something between his ears. He is an 
able Warrior, and he fancies himself a poet. 

* He will regale the group with tales of their 

legendary quest at every opportunity (even if he does 
run into a couple of tricky rhymes along 

a the way). More importantly, he 

__ ^ claims to know the Jundar 

j desert south of Terminor like 

$ hB. the back of his hand. 


£ t 


You'll find Baird hanging 
around the Staggering Ogre 
* ^ Inn's entrance at the begin- 
ning of Act Five. By the time 
the party returns to Terminor after 
Act Four, they've probably out¬ 
grown Arturo, and Baird's axe is a 
fine replacement for Arturo's 
sword. Baird is also a talented 
Loremaster and Troubadour, as 
opposed to Arturo who isn't a tal¬ 
ented anything. 



5HOLEH J 

A Jundar woman 
living in the 
desert near 
Ugarit, 

Sholeh is \ 

one of the few of her f 
kind who does not display \ 

the customary Jundar dislike 
and distrust of humans. She discov¬ 
ered the blind Wizard Fyrsil in the 
desert after he failed to stop Mago's 
magic storm, and she has cared for him 
ever since. 

Sholeh is a strong warrior, deadly 
with missile weapons, and a 
good choice if you need to add 
some long-distance power to * 

your party. 


V/ * 


Dougal ^ 

—-rt s- Dougal is one of the last playable charac¬ 

ters your party encounters, and one Sf the 
^ ; most well rounded. He r $ an accomplished 

_ Warrior and Troubadour, with strong Thief 

s | c j|| s anc j some powerful magic to boot. 
Find him in Terminor's Staggering Ogre 
Inn after completing Act Five. 


Unfortunately, Dougal is a little too - 
good to be true, which you will dis- ^ 
cover if you add him to the party. 

When you reach Rooughah's Lair in 
the Erromon tunnels, Dougal 
reveals himself as a traitor ^ 
to the group and a ser- 
vant of Rabisat and Chaos, 

He threatens to steal the 
Horn of Kynon and fights the 
party for it. Even if you win, 
you'll still be short a party mem¬ 
ber. Avoid Dougal at all costs. 
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Like most RPGs, Aidyn Chronicles relies on a series of 
menus that let you load and save games, equip your 
characters, check Alaron f s Journal, and much more* To 
access the Main menu, press START any time during the 
game except during a conversation or a battle. The 
Main menu is divided into three main sections—the 
Game, Character, and Trek menus. 

the Game Menu 

The Game menu is where you manage your game files, 

adjust the game set¬ 
tings, and access the 
Help menu. 



SAve qame ah 6 Load e,Ame 

Use these options to save your characters' progress and 
load saved games. Use all four of the Controller Pak's 

save slots for the same 
game so you have as 
many as four different 
times and locations 
from which to continue 
your game. 



options 

From the Options menu, you can adjust sound, music, 
and graphics, as well as rename Alaron. Renaming 
Alaron is useful when more than one gamer is using the 

same Controller Pak, 
because the Alaron 
character's name is 
displayed with every 
saved game. 



tnCAtep 

During the course of the game, you will see cutscenes 
with dialogue. Once you have seen a cutscene in the 

game, you have also 
unlocked it in the 
Theater screen. 



The Character Menu 

The Character menu shows your characters' health, sta¬ 
tistics, what they have equipped, and which skills and 
spells are available to them. The Equipment diagram on 
the left side of the screen shows which weapons, armor, 
and items a character is carrying. The character's level, 

hit points (HP), and 
gold are displayed in 
the upper-right corner. 



inventory 

The Inventory lists every item the party owns. Selecting 
a new item automatically replaces any equipped item. 
Not all items can be equipped; pressing ® with a 
potion highlighted will use that potion on the selected 
character, and items at the very bottom of the list are 

special items used 
automatically in char¬ 
acter interactions and 
spells. 


iff 4 

as m \ k 

A 


rsa m 

Level 22 

tNvairQKx. • 


Hole 


In all of the .submenus, you can access more detailed information 
by holding ©V when a selection is highlighted. 
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" - Stats submenu lists a character's six statistics 
3 -teiligence, Willpower, Dexterity, Endurance, Strength, 
. - c Stamina) and their appropriate values. Numbers to 
tne right of the statistics represent combat bonuses (for 
nigh scores) or penalties (for low scores). Below the list 
statistics are the character's unspent Experience 
" ::nts (XP), total XR and the number of XP required to 
~ach the next level. See The Battle System below to 

-r x j find out how statistics 

and experience affect 
your character. 



skills 

"Tie Skills submenu lists a character's current skills and 
:roficiency level. Again, numbers to the right of the 
skills represent bonuses or penalties for high and low 
:• rores, respectively. See The Battle System below to 

| find out how skills 
affect your character. 



speLls 

tragic users have their spells listed in the Spells sub¬ 
menu. If a character has no spellcasting ability, this sub¬ 
menu will be empty. 
See The Battle System 
below to find out how 
spoils affect your char¬ 
acter. 



The Teek Menu 

From the Trek menu, you can see your current position 
on the World Map (if you have one), check the date, 
camp, or read Alaron's Journal. 

worK> map and calendar 

If you've acquired a Map, it will be displayed on the left 
side of the screen, with a small blinking star indicating 
your party's position. Names of towns also appear on 
the map, but not every important location is fisted. To 
the right of the Map is the Calendar, which indicates the 
month and day (represented with a black square}, and 

also gives the phases 
of the moon, essential 
for Lunar-aspeeted 
characters. 
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CATTip 

Camping is a good way to kill time and heal injured 
party members without using a lot of magic or healing 
potions. When you camp, your characters will either 
sleep peacefully and recover 1/4 to 1/3 of their HP, or 
monsters will ambush them during their rest. It's best 
to camp when night is falling (and your characters are 

mostly Solar-aspected) 
or when it starts to 
rain heavily, because 
rain brings a number 
of combat penalties 
with it. 



JOURHAl 

Alaron automatically records important information in 
his Journal, and a message appears letting you know 

0 = 


\ sow a strange spirit In toe 
forest. 

\ failed to saue Kendall**. t 
was po^oned fey toe 
sofelma*,. and \ was rescued 
feyGrtono* It seems toe poison 
is feeyond her* Thai dreum S 
hod when 5 woheu? in her hut 
was so strange**, who was 
that woman? 

L Gotaone and Zarene told me 
about the odd portal mOisin 
- forest* Apparently sorcerers ’ 
; used to fly freely from portal 
£ to portal, and even now one i 


II 




that the Journal has a 
new entry. Review the 
Journal entries when¬ 
ever you need to jog 
your memory. 
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Knowing how to fight is the only thing between you 
and annihilation...or at least a good deal of frustrated 
restarting. Here, we'll take a look at the characters' 
abilities and the elements that affect battles. 

Character 5tat5 

Most of your character's abilities are determined largely 
by six statistics: Intelligence, Willpower, Dexterity, 
Endurance, Strength, and Stamina. You can raise these 
statistics with the Experience Points you acquire from 
battle. Higher-numbered statistics require more XP to 
raise than lower-numbered ones do. For instance, 
raising a character's Intelligence from 18 to 19 is more 
costly than raising it from 17 to 18. Each statistic 
affects your characters 1 chances of success in battle. 

intelligence {in] 

Intelligence affects your characters' spell casting 
ability, A higher Intelligence increases the likeli¬ 
hood of successful spell casting. It also slightly affects 
your characters' use of ranged weapons and determines 
the effectiveness of knowledge-based skills, such as 

Loremaster. High Intelligence is a must 
for all magic users. 


of HP the character has (see Hit Points and Taking 
Damage below}. Because Endurance is so critical^ all 
x characters should develop it, but those who will 
be spending a lot of time on the front lines 
should focus especially on it. 

dexterity idx] 

Dexterity serves a three-fold purpose: It 
determines your characters' ability to hit 
enemies with ranged and hand-to-hand 
weapons, affects your chances of dodging 
enemies' ranged and hand-to-hand attacks, 
and determines your characters' move¬ 
ment speeds during combat and the num¬ 
ber of actions they can take per round. 
Because Dexterity is such a versatile 
skill, all characters should develop it— 
especially magic users and thieves, 
who can't rely on brute strength. 
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willpoweR {wl] 

Your characters 1 Willpower 
scores determine their 
resistance to spells cast 
against them. With high 
Willpower, enemy spells 
* do less damage and may 
fail altogether Early in 
the game, when few 
enemies use spells 
against you, Willpower 
is not a critical stat, but 
as enemies become 
stronger and use more 
offensive spells, every character 
should work toward improving 
Willpower, 


endurance ten] 

Endurance represents the 
amount of real, physical damage 
your characters can endure. 
When a character's Endurance reaches 
zero, that character dies. Endurance—along with the 
character's level and Stamina—determines the number 


.4 


physical stuenqth (psj 

Physical Strength (Strength) is to a fighter 
what Intelligence is to a magic user. It determines a 
hand-to-hand blow's chance of landing, and affects the 
amount of damage the blow does. Because this stat 
applies only to hand-to-hand combat, magic users and 
those who attack with ranged weapons don't need to 
spend a lot of XP raising it, but your warriors should all 
improve their PS as quickly as possible. 

stamina istj 

Stamina determines your characters' energy reserves. 
Every time a character performs an action, such as cast¬ 
ing a spell or picking a lock, that character's Stamina 
decreases. As one of the three factors that determine a 
character's hit points. Stamina also decreases when a 
character takes more points of damage than his current 
level (see Hit Points and Taking Damage below). 
Characters recover one ST point for every combat 
round in which they do nothing. Stamina is relevant to 
all characters' skill and magic usage, as well as their HP, 
and should be made a priority for everyone. 

level (IvtJ 

Though not technically a statistic, levels affect perform¬ 
ance like stats do. Rather than having to spend XP on it 
as with the stats, however, a character's level automati¬ 
cally increases when his total XP reaches a certain num¬ 
ber of points. A character's level is added to virtually all 
actions, and each level the character reaches gives him 
or her another hit point (see Hit Points and Taking 
Damage below). 
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E Beginner’s Guide 


5KILL5 AND MAGiC 

'-ere's more to combat than just wading 
:o the fray with a Broadsword, and 
that's where skills and magic come in. 

_ <e stats, skills are improved by 
i-cending XP, but you can only 
acquire new skills with the help of a 
trainer, A trainer can also teach 
'Tragic spells, but you can learn 
:nose by reading scrolls as well, 

A high skill rank increases the 
chances of success in activi¬ 
ties directly related to the skill, 

A high-rank Stealth skill, for 
example, gives the party a better 
chance at sneaking by enemies. 

Most spells can only be cast with the 
appropriate materials (Herb, Gemstones, 

Spice, etc.); if your characters don't have 
the materials, they can't cast the spell. 

Trainers will offer to teach you new 
skills or improve old ones. If you accept 
the offer, you'll see a menu of all of the 
skills the trainer has to offer, with 
ranks next to them that represent the 
highest rank the trainer can teach. If 
your character already has a skill rank 
higher than what the trainer has to 
offer, that character can't learn the next 
skill rank from that trainer. You can find a complete list 
of skills and spells in "Appendix A: Skills & Spells" at 
■ v fr— —- i the end of this guide. 
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AJPECT5 


Characters' Aspects also determine their effectiveness 
on the battlefield. Every character is either Solar- or 
Lunar-aspected—represented by a little sun or moon 
^nder the character's portrait in the Character menu. 
Solar-aspected characters fare much better in daytime 
combat and spell casting and suffer penalties at night, 
^jnar-aspeeted characters gain bonuses to their attacks 
and spells during a full moon and suffer penalties during 
a new moon. 



Aspect as well, which 
you can determine by 
using a Sense Aura spell. 

‘ - Use this information to your 

P* advantage: If you come 

across an unfamiliar Solar- 
i aspected monster during the 
day, you might want to flee 
and return once the sun has set, for example. You can 
also use Potions of Aspect Change to temporarily align 
characters and monsters to their opposite Aspects. 
Aspects have a great deaf of influence in all realms of 
Aidyn Chronicles, and the difference between paying 
attention to them and ignoring them is as great as 
the difference between victory and a dirt nap. 


Hit Points and Taking Damage 

Each character can take a certain amount of punishment 
before giving up the ghost. Each character's hardiness is 
measured in hit points, represented by a colored bar 
next to the character's portrait in combat. Every time an 
enemy strikes a character or a trap is triggered, the 
character takes a certain number of HP worth of dam- 
■ & * — | age. If a character's hit 

| * points reach zero, that 
T | 1 1 character dies, and 

, there's no resurrection 

iC j in Aidyn Chronicles, If 

^ j- * i:> Alaron dies, the game 

- * is over. 


Chaos S tanner loses W hit 
points 


Each enemy has an 
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Hit points are determined by adding the character's 
level, Stamina, and Endurance, When a character at full 
HP is damaged, HP are deducted first from the charac¬ 
ter's level (though the actual level and corresponding 
bonuses are unaffected); then from the character's 
Stamina (which reduces the number of actions the char¬ 
acter can take); and finally, from the character's 
Endurance. Hit points can be recovered by using the 
Healer skill, Healing Potions, other healing magic, or by 
camping. When hit points are restored, so are the char¬ 
acter's Stamina and 
Endurance stats. 
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A character with no 
Stamina cannot cast 
spells except those 
cast from magical 
devices, unless the 
character is carrying a 
Stamina Battery item. 
Furthermore, a charac¬ 
ter with no Stamina 
suffers dramatic penal¬ 
ties to nearly all 
actions. Recover hit 
points as soon as pos¬ 
sible during combat, 
because an injured 
character may suffer 
even more damage 
with diminished 
Stamina. 
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Environmental Effect5 

The battlefield terrain, positions of the attackers, weather, and 
even time of day play roles in determining who will emerge 
victorious. 


fiote 


The bonuses and penalties presented here apply to physical com¬ 
bat only. Movement, positioning, weather, and the time of day do 
not affect magic. 

Attitude 

"Seize the high ground" should be your mantra in combat. 

For every game meter a character stands above an enemy, 
that character is one percent more likely to hit that enemy. 
Likewise, for every game meter a character ts below an 
enemy, hitting the enemy is one percent less likely. This usual¬ 
ly isn't very significant in hand-to-hand combat, but a skilled 
archer or knife-wielder can turn such bonuses into a 

substantial advantage. 



Back attack 

Positioning your character directly behind an enemy prior to 
attacking improves that character's chance to hit by 20 per¬ 
cent. Additionally, a character with the Thief skill gets an addi¬ 
tional TO percent bonus to hit and a 2-HP damage bonus per 
rank of Thief skill. The back attack can also be used against 

you, so don't leave your 
characters' backs 
exposed during combat. 









time op £>ay 

Once the sun goes down, even Lunar-aspected charac¬ 
ters suffer a smalt hand-to-hand combat penalty and a 
fairly significant penalty for ranged combat. Magic 
users can reverse the effect by casting a Light spell 
(which basically changes the time of day during the 
battle), but keep in mind that your enemies will also 
reap the benefits. 


MStAnce 

zid weapons are good for hitting targets at a distance, 
a.: too much distance means penalties to hitting. For every 
: -me meter beyond five meters between the ranged 
z-’.'Zi cer and the target, the attacker suffers a one 
. r cent penalty to hit. That makes other potential 
: - jses, such as altitude and back attacking, 
r en more critical for those who don’t wait to fire ^ - } 
: : they see the whites of their enemies' eyes. 


aspects an6 stamina 

As mentioned earlier. Solar-aspected characters receive com¬ 
bat and magic bonuses during the day and penalties at 
night, Lunar-aspected characters get combat and magic 

bonuses during a full moon and penalties during a new 
moon. An attacker with zero Stamina suffers a penalty 
to ranged and hand-to-hand combat, and cannot cast any 

— I non-item spells. A charac- 
rr ;j | * ter attacking a target 

j jJ that has zero Stamina 
1 * receives a bonus to hit- 

' . J Vld ting with ranged or hand- 

A to-hand weapons. 


movement 

f a character making a ranged attack 
does not move or moves only a very 
short distance, he gets a small bonus to 
the attack. If he moves a couple of meters, 
there is no bonus. If he moves several 
meters or more, there is a penalty to the 
attack. These bonuses and penalties do not 
apply to hand-to-hand combatants, who 
can move as far as their Stamina allows 
before attacking. 


A toron beai ns act I on 


laraeters will not be stopped by rain, snow, or tog, but 
ight slow down a bit. Ranged combat can be penalized 
^ by as much as 30 percent 

if the weather is particu¬ 
larly nasty. However, 
weather does not affect 
hand-to-hand combat. 
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Act One: Owernia 
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ENEM1E5 


• Giant 

• Giant Rat 


Aldyn Chronicles begins with a cutscene of Gwernia J s cook, 
Gabrion, searching the castle {at the King's request) for the 
young squire Alaron, He first encounters the knight Abrecan, 
who complains that Alaron mts-enchanted His sword. Then he 
meets the sorceress Rheda, who accuses Alaron of taking 
magic items from her laboratory. Finally, he speaks with Prince 

Sheridan, who says 
that Alaron has run 
>he forest to res- 
missing farmer. 
During this cutseene, 
that Alaron 
has left the castle, 
and when the game 
begins, Alaron is in 
the forest, calling for 
the farmer Kendal 


*LW*YS C5k me lo f rnd me 


primetimes.com 







fllHe FIRST MSSi 


Next to Alaron's start¬ 
ing position is a chest. 
Open it to find Heating Potions, 
which will be useful after the coming 
battles. Collect the potions and head 
down the short embankment to automat 
ically enter Into a conversation with Yuti 
and Edur, two members of the 
gnomish Miran race. They say that M 
Goblins have invaded the forest and J 
have been attacking caravans and 
traders. Yuti and Edur were lucky to * 
slip by with the spice they've carried 
from the southern town of Tale wok. Jj 

When Alaron asks them about 
Kendall, they reply that they did 
not see him. They conclude by sell¬ 
ing Afaron a bit of spice at a dis¬ 
count, and then warning him 
about fighting anything more 
powerful than Rats or Bats and 
about traveling at night. It's good 
advice, so follow it. 


As Alaron moves farther east, he encounters a Spirit runningj 
through the forest, and notes it in his Journal. Kendall's Hat i 
on the ground just past where the Spirit appears. Pick it up, 
then walk forward and face south to see the first of many 
Portals you'll encounter. Get a good look (standing under¬ 
neath it won't do anything yet; you need to find another one 
before it will activate). There is a southwestern path leading 
from the Portal back • 

to the start point; fol- ^ s 
lowing this path leads 
you to two chests and 
a pile of Gold under a 
tree. After collecting „ 
your finds, return to * * 

the point where you 
found Kendall's Hat. __ 


X Laron hesins action 


At the next fork, go northeast; you'll find a chest containing 
some Gold in a little alcove to the southeast, and another m 
an alcove to the north. Continue northeast to find a small pile 
of Gold lying under a tree on a ledge to the northwest. 
Continue along the northern path, foflowing it as it curves 
southwest. You will encounter two more Mirari—Gotzone and 
Zurene. They are surprised to see Alaron, and warn him that 
he doesn't have magical Mirari protection from the beasts of 
^ ^ ■ the woods. Alaron 

reveals his dislike for 
his mentor, Abrecan, 
whom the Mirari hold 
in high esteem. Their 

„ ’ conversation ends 

*** with another warning 

/ -r to be careful. 


From the point at which you get control of Alaron, you can go 
northeast or east. Head east. You wifi likely have one or two 
very short and simple fights with Giant Rats or Giant Bats. 
Don't use the Experience Points (XP) you get from the fights; 
you'll have a much more valuable training opportunity in a few 
minutes, so collect as ^ 

many XP as you can. 


Backtrack slightly northeast and follow the western dirt path. 
To the south is a side road; if you follow it northeast, you'll 
come across another alcove with a chest. Grab the Gold in it, 
then exit the alcove and head west. You encounter a well and 
a stone tower with a ^ - 

locked door that 
Alaron can't pick. Take 
the path to the south¬ 
west, past the wheel¬ 
barrow, and you'll JJ 

encounter a Goblin. 1 


X M X nd whot brings you to 
forest? 


Be careful pup. These woods ore 
no place for a half-trained sepjure. 
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Alaron regains consciousness in Oriana's house. Speak to her. If 
you ask her what hap¬ 
pened, she replies that 
Alaron had a vision, 
probably due to a spell 
or poison that she 
can't heal. She encour¬ 
ages him to head back 
to the castle and con¬ 
sult the healers there; 
she's lit a path for him 
to follow so he doesn't 
get lost. 


Goblin wants to fight, but Alaron wants information on 
* -ndall's disappearance. The Goblin tells Alaron that Kendall 
s dead, and more Goblins surround Alaron* You enter into a 

— . fight with four Goblin 

Poisoners. You can't 
win this fight; let 
Alaron be poisoned 
and lapse Into uncon- 
, sctousness, which 
should happen after 
one or two hits. 


In your case, there must he some 
spell or potson in you, A special 
poison beyond my heal ms* 


F isht now, human boyl 


Request spell training from her and learn Strength and Air 

Shield. Healer is good 
to pick up as well, if 
you have the XP; 

* Speaking to Onana 

again and asking dlf- 
„ ferent questions won't 
provide you with any 
new information. 

Leave her house 
through the door. 


vVhen Alaron awakens, he finds himself in a strange house 

with an unfamiliar woman. She tells him that he is safe and 

well-hidden and that she found him in the woods and brought 

~im here. Alaron accuses her of being a witch, and the lady 

retorts that she's Oriana, the healer who saved his life. Alaron 

calms down and tells f *> 

her how he came to 

be in the forest; he 

says he thinks he * 

remembers a woman 

being present at the J ^ 

Goblin ambush. Yf A 


1 know a few small spells, but that's 
all. 


then 


Oriana can leach the following skills ami spells: Healer (Rank 4) 
Stealth (Rank 2), Wizard (Rank 4), Sword (Rank ;*)» Thrown 

Shield (Rank 4). 


(Rank 2 ), Strength (Rank 4 )* and A: 


Welcome bach to the world, child, 
you have been sleep ins ions. 


hen slips into a trance. He's standing on a flat blue 
th a Goblin, a spidery-eyed monster, and a blonde 
As the monsters threaten him, the woman tries to 
? Alaron that he wasn't looking for a farmer, but rather 
^ —- j for himse/f in the 

woods. She tries to 
convince him to stay, 

imbed monster with a 
. .. ^ am ' n 9 head suddenly 

appears and threatens 

P . ' PWPI Alaron. 


Thay're iusl try ins to show they lihe 
you... 
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Oriana's house is the stone tower you couldn't enter before 
the Goblin ambush. Follow the trail of glowing white balls to 
return to the castle (much of the treasure off the path is in 
chests that Alaron can't open without Thief training). 

Along the way, you'll encounter Gotzone and Zurene 

again. They know Oriarta well and speak highly of 

her. They will also tell you that the Portals act as 

teleporters across large distances, and you can 

only use the ones that you have touched. That 

inspires a Journal entry: "Gotzone and Zurene to/d 

me about the odd Portal in Orsin forest. / 

Appa rently sorce re rs - — 

used to fly freely 'tyk ' ■ ~1 ^ 

from Porta/ to 

Portal. J can't wa/f 

to try it/ But where 

is the match for the <: i A ~ 

Oisin Portal?" ' . . ' • - ' 


After the conversation, follow the lights until you reach a 
sign pointing the way to Gwernia. You should encounter 
very few monsters, if any. As you walk past the 
sign, a Gwernian knight approaches* He is 
//mk± relieved to find Alaron, who has apparently 

been missing for several days. Alaron relates 
his tale, and the knight telfs him to follow 
the path to the castle without delay; 
f; 1 Abrecan is waiting for him. When the con- 
versation is over, follow the basic path 
the knight described, but refer to the 
map to see what you'll find if you wan¬ 
der slightly off the path. Don't go too 
far, however, because Minotaurs and 
Wolves prowl the forest, and they're 
i— much more 

than a matc^ 
for Alaron* 


K. woman wise and knowing. Somi 
say she sees the future, and reads 
the pose of what will comfe. 



20 





Act One: Owernia 



imt m 

x -m 

• fncamicr with fernctai 

« fncouitt tiih febrion 

^Cnberif Sword 

- SfKc. hold 

& SkJi Mm. Coftt Shkw 

« first mountr mb 

H Hhrvcjn 


ftspcl ftccroman^ Scroll, hold 

M Tcjlhcr Book, Bold 

Pm \a ShfridJH 

*§j Hronna 


tern fe w 

'M buliim Elions, hold 

® f(Kouiror twih Crohcrn 

^ Rkda 


Ski tali, ftlii 

SI -feiliiiji Potts. hold 

t fncwircr wilh master Mti 

tj feitrio 


Spft.felfl 

n few 

%■ f (twiner wilt fee bind 

Smirs 


' tatofttjtrbs 

(4 • Summit Mm fcrtkr t'f^k 

v -$««! ciKounicr wkb Prince Sixntt 





You pass the Gwernian farms before entering the city proper. In the 
city, you find two shoplceepers/trainers who have just about every¬ 
thing a beginning adventurer needs. You might want to wait until you 
^ave your party together before training so you'll know each charac¬ 
ter's skills and which ones need to be improved most. 


note 


Shopkeeper/ Trainer #i 
Potion, Club, 1 hffl r. Ilaibct. 
can train your party 
I dealer (Rank i ) t 
Merchant (Rank 
(Rank t)/Ii 
i ). Hailed (Rank * k 
(Rank ij. 
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The King sends you 
on a mission to 
Erromon, home of the 
Mirari, to find a healer 
to cure your poison. 

He gives you a letter 
to deliver to the 
Mirari king, Txomin, 
and insists that you 
take along two com¬ 
panions. He gives you 
four options: 

Abrecan the knight, Brenna the thief, Rheda the mage, or 
Godric the alchemist. Trahern will equip your party before 
you leave. Finally, King Phelan requests that you 
speak to Gabrion and to Kendall's family before you 
go. He also promises to knight you if you return vic- 
torious. Alaron records the events in his Journal. 

Note that "The Mirari live west of Gwernia, even 
further west than Oriana's hut." 


Shopkeeper/Trainer #2 sells the following items: Healing 
Potion, Gemstone, Herb, and Spice. He can train yonr party in 
Alchemist (Rank 1), Diplomat (Rank 1), Healer (Rank 1), 
Loremastcr (Rank 1), Mechanician (Rank 5), Merchant (Rank 2), 
Ranger (Rank 1), Stealth (Rank 1), Thief (Rank i), Troubadour 
(Rank 1), Warrior (Rank 1), Wizard (Rank r), Hafted (Rank 1), 
Missile (Rank 1), Pole (Rank 1), Sword (Rank 1), Thrown 
(Rank 1), and Shield (Rank 1). 


The rood to erromon is cosily 
followed, but you should hove 
companions on this trip. 


Follow the stone path 
between the two tow¬ 
ers and along the cas¬ 
tle bridge. Abrecan and 
Prince Sheridan are wait¬ 
ing for Alaron outside the 
castle. Alaron relates his 


story, and Abrecan sends Prince Sheridan to visit 
the castle trainer, Trahern, and tell him that Alaron is 
safe. But Sheridan doesn't leave immediately; he 
eavesdrops on Abrecan and Alaron's conversation 
about Oriana. Abrecan sends Alaron to the throne 
room to meet with King Phelan, saying that after 
meeting with the King, they'll talk to Gechina, 
the Mirari healer, and ask Bowden, the castle 



After the conversation is over, enter the castle gates. While 
inside the castle, you have a small map of your location (press 
® to toggle between a small view and a larger view). Follow 
the red carpet around the courtyard and down the stairs. You 
encounter Brenna there. You can enter into a short conversa¬ 


tion that is actually more of an insult contest. Finish speaking 
to her, then follow the carpet to the throne room door and 



enter. You begin in the 
waiting room; go 
through the doors to 
the left (the double 
doors with the blue 
plaque to the left of 
them). Head up the 
stairs and speak to 
King Phelan. 




Once your audience with the King is finished, 
exit the way you came in. You'll run into Abrecan 
at the rear of the throne room and automatically 


begin a conversation with him, in which Abrecan gives 



Alaron a stern 
lecture about 
duty and the 
virtues of a 
knight. With the 
lecture com¬ 
pleted, it's time 
to rustle up 
some traveling 
companions. 



Of the four prospective allies the King recommended, only 
one is essential. Without Abrecan in your party, your low-level 
characters will have a tough time defeating even the weakest 
enemies. To find Abrecan, exit the throne room through the 
doors opposite the ones you entered through. Talk to him and 
prepare to do some kissing up if you want his services. To get 
Abrecan in the party, answer: 

1. “But 1 must .\sk you 

2. "BRAve *\nd c, All Ant 
SIR ABR€CAI\ ,. / 

3. “1 know you arc a 

QR€At WARRIOR. 
mAVBe the Best the 
kingdom hAs even 
known../ 

Then, wipe the brown 
from your nose and 
decide who's next: 


I promise we’ll come back in one 
piece. Pree of this goblin poison. 
That is my pledge to you. on my 
honor as knight. 
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Godric; Godric is pos¬ 
sibly the least valu¬ 
able third party mem¬ 
ber. His daim to fame 
is his Alchemist skill, 
but any character can 
learn that and bump it 
up with XP to com¬ 
pensate for Godric's 
absence. However, if 
you really want him, 
go to Godric's labora¬ 
tory underneath the library—it's guarded by a couple of low- 
level monsters. You'll have no trouble defeating them, but, 
eez, what a nut, huh? Enter the laboratory to find Godric and 
<eep talking to him until you run out of questions to ask. He 
ivon't join you yet, but he'll give you a good deal of Alaron's 
history. Leave his laboratory and then reenter. Talk to him 


choice for your third party member. To get her to sign on, 
meet her in the castle courtyard, where you last saw her. Talk 
to her, and shell remind Alaron of his appointment to spar 
with Prince Sheridan in the training room. Enter the door in 
the courtyard's southwest corner, walk through the room with 
the two guards, and you'll encounter the Prince and Trahern. 
Speak to Sheridan, who will duck out of the deal, then go 
back outside and talk to Brenna again. Shell join up if you 
answer: 

i the kino is send- 
tnq me to 
ercuomon " 

2 . “WtlAT. would you 
sav to com me, 

Alone, with me?* 

3. it could WOttk." 

a . "listen, imennA, 
join Any way" 

*5. “yes. rut simc 


WeLl... nil right tSen*., but live 
green 3 tuff does not ubhJv.* ■ beep 
uerv 


Welt I'm always a wen table. 


Next stop: Visit Gabrion's kitchen on the second floor of the 
castle (see map). He's delighted to see you, and has some 
information. He caught Sheridan in Alaron's room while Alarc 
, ^ ; was gone, Hmm. Aft 


third member, 


Rheda; Rheda is a good choi 
although her spell casting will be severely limited by your 
characters' lack of Gemstones, Herbs, and Spice. 

Then again, the fourth party member you get ' , 

(during Act Two) will be a burly warrior 

in the style of Abrecan, so you might 

want to take Rheda to bump up the 

magic a bit. To get Rheda to join, run 

into her in the room you passed 4 

through before entering the throne ™ 

room, engage her in conversation, and 

answer: dH ^ 

1. “i need to talk to you.* M\ * 

2. "AROut the qmnip.. / M ^ J 

3. how would you like to join me?* W fl| 

a. 'i neatly think you should come 

with me." wF Inrl 


Hmmm... now UmtlS interesting, 
Fes, Xloriin, \ would. You am 
expect me after all. 


X ad remember lira reward Sfto: 
awaits you upon you t return- Tb* 
knighthood 13 a great honor. 
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jflct two: Swernia to Crroman to Calewok 
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• Bandit Boss 

• The Goblin King, Kitarak 

« Bandit Woodsman 

* Goblin Poisoner 

* Bear 

• Goblin Scout 

• Boar 

* Goblin Sergeant 

■ Cave Bear 

• 1 Jobgoblin 

• Chaos Scout 

* Human Bandit 

• Darkenbat 

* Minotaur 

* Dire Wolf 

* Ogre 

• Giant Bat 

* Spirit Wolf 

• Giant Rat 

* lb mb Rat 

• Goblin 

• Wolf 



Erromon, the Mirari village, is on the western end of the world 
map. To get there, backtrack to Oriana's Hut and continue 
west for what seems like an eternity. Refer to the map to plot 
your course. 

Before you head 
out, though, there are 
three side quests you 
might want to under¬ 
take to build up your 
party's experience 
(and snag a few nifty 
items along the way}. 

See the sidebars for 
more information. 



mif. 
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fliHG FIRST MSfii 


Head west along the 11 . -*.* 

ridge and run down the 
incline at the end of it, 
which leads to the path 
Alaron took to enter 

Gwernia. At the bottom f v ^ ^ 

of the incline, Alaron 
encounters the mysteri¬ 
ous Spirit he saw in the r jryV 
woods. The Spirit says, 

"rehtorb ... tiaw /... hctaw L- ... & 

i...nioj...", which is "Brother...! wait...I watch...join" 
wards. Even Rheda doesn't know what to make of it 


As soon as you cross the bridge from Gwernia, your party can 
make camp. It's a better deal than the Inn, and you probably 
won't be interrupted by anything too scary, rf at all. Walk 
south along the beach and west up the embankment to find a 
mysterious encampment. There's a locked and booby-trapped 
chest with a few Gold and a Chaos Sword, as well as what 
looks like a disemboweled knight. After Alaron and party 
leave the area, a Chaos Scout emerges and reports Alaron's 
— — rb ■ discovery to a Chaos 

PJPQI Major, who is not 

p **** ; ~ \ ^ ^ I pleased that Alaron 

'i w found the cam P- 


Before moving on to Erromon, you must perform one last 
duty—you have to go to Kendall's house and tell his wife, 
Meriona, that you were unable to save him. Follow the path 

/ft.. -n east until you reach 

the house, enter the 

^ \ ^l|i house, and talk to her. 

She will provide you 
with information 

, „ about the monsters 

- <z> that have been 

harassing the farm¬ 
ers... apparently 

B rcMorb — there are things 

worse than Goblins in 

. ..< 3 > —I the woods. 


Side Quest i: Craberns Sword 


Before leaving Castle Gwernia, speak to Trahern in the Training 
t»y • —~ | Room at least once. 

Once you’ve formed 
your party and gone to 
the King for his bless¬ 
ing, Trahern will equip 
<1* <; ► everybody. He will also 

tell you he’s missing a 
sword, and he can’t 

I a I The truth 11 t*ve been rcaenrdxns remember who has it. 


After speaking to Meriona, leave and follow the path back 
across the bridge, keep heading west, and refer to the map at 

the beginning of the r. ■ /ft — - 

chapter to get to 
Oriana's Hut. It's quite 
a haul, so camp rf your 
party starts showing 
too many battle scars, L 
and save frequently in z> 
case you run into a 
horde of monsters you 

can't handle. HE! BuL " where ,amy 


. T fr . . Master Bowden has the 

sword. Find him on the 
third floor of the 
Wizard’s Keep. He’ll 
tell you about some 

<•> £__ experiments he’s work¬ 

ing on. Keep pressing 
' ^ him for information, 

and he’ll tell you about 
taking the sword. The 

- I sword is in a linked 

room on the first basement floor of the Wizard’s Keep. Bowden 
will give you the Key to open the door. Grab the sword and 
return to Trahern, who w ill be pleased that you found it but will 
insist that you keep it. It’s a good melee weapon, especially for 
Alaron, so you’ll definitely want to take the time to find it. 


Near Oriana's Hut, you might run into a knight who's looking 
for the Goblins that attacked Alaron. He can tell you of the 
■ /ft . dangers in the woo: 

and give you direc¬ 
tions to Erromon. He 
advises you to stick 
fighting Wolves, 

„ „ Bears, and Goblins. 

but run from Bancfe 
and Ogres, which is 
W good advice for 

r o . s n y° ur P art y' s 

current strength. 
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Side Quest 2= Pest Removal 


. 



you Hw., the cellar adjoins the 
cau« just beyortri ft-ere- There mu si 
be a hote in orfie of the watts. 


The Inn in Gwcraia is a 
great deal at to Gold 
per tiighl T hot the base* 
meni leaves a little to 
he desired. The 
innkeeper is reluctant 
to admit it* but there 
are Giant Bats down 
there. Oiler to clear 
them out for him. In 
the wall of the base¬ 
ment* you'll find a 
crack that leads to an 
underground cavern 
where a Gohlin is train¬ 
ing the Bats. Take out 
the Bats and the 
Goblins* scoop up the 
Stealth Potions the 
Goblin was hoarding* 
and return to the innkeeper. You get not only his thanks but also 
a ioo-Gold reward and a night at the Inn. 


-ner speaking to the knight, enter Oriana's Hut, She's still 
= -ared from an encounter with a Necromantic Wizard, but 
=ne's too scatterbrained to tell the story properly. The Wizard 
vas looking for some sort of secret that Oriana did not 
divulge, and he was carrying the Staff of Necromancy. Oriana 
•efuses Alaron's 


request for her to 
return to the castle, 
and gives him a 
Strength Scroll. She 
also requests that 
-when he gets to 
Erromon he tell 
Gotzone and Zurene 
that she is well, and 
she gives him a tetter 
with directions to 
:neir house. 



After speaking with Oriana, leave her hut and head west. 

Nben you get to the path, stay on it leaving it only to find hid' 
^en items. (Refer to the map before you do so—there are 

plenty of monsters 



out there who can 
crush you like an egg.) 
As you follow the 
path around the river, 
you see a cutscene 
where Rheda gives 
Alaron a lesson in 
magic (if you chose 
her for the party). 


After the cutscene, continue following the path. You'll run into 


an easily startled trav¬ 
eler who gives amus- 
ing directions to 
Erromon. Follow the 
path he indicates (and 
if you're feeling espe¬ 
cially brave, head up 
to the ledge that runs 
parallel to it and fight 
the Bandits—they 1 re 
loaded with treasure). 



Past the Bandits 1 ledge, you encounter one of Alaron's Mirari 
friends from the forest. He tells you that Erromon is to the 

west, past the moun¬ 
tains, and warns you 
not to wear armor or 
wield weapons in 
town. The Mirari don't 
use such things and 
might be startled by 
them. Continue along 
the path after the con- 
versation until you 
reach Erromon. 



Side Quest h ClK Ruins 



Remember that river 
you crossed on the way 
back from Oriana’s 
Hut, just before you 
met the Gwernian 
knight who told you to 
stay on the path to the 
castle? If you go back to 
that river and follow it* 
you It arrive at the ruins 
of a town destroyed by 


Goblins long ago. Could this be Alaron’s home? 



Theft’s not a lot of 
opposition. but there 
are two very helpful 
magical items; the 


that equips it With the 1 
return to the castle ami * 
beyond her skill kwt 
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JTct Cwo: Gwernia to €rroman to Calewok 







The next building is a 
shop (Shop A) with two 
shopkeepers (male and 
female). 


- Mirari town of Erromon is full of shops, a good place to 
- and equip your characters if you've been saving your 
v*<| and XP along the way. The first building you come 
cross is the Inn. On the first floor of the Inn, in the purple 
:set down the hall from the entrance, you'll find a pair of 
: ^ic Gloves. On the second floor, all the way at the end of 
: ast room, Is a large pile of Gold. If your party is weary, 

.e them spend a night at the Inn to rest up. 


Shop A's male shopkeeper sells Antidote Potions* Dexterity 
Potions, Fire Flasks, Inferno Flasks* Sleep Gas Flasks, Stealth 
Potions* and Strength Potions. He can train characters in 
Lore mas ter (Rank 6) and Merchant (Rank 3). 

Shop A's female shopkeeper sells Gemstones, She can train 
characters m Merchant (Rank 4). 


Past the first shop is a second shop (Shop B), 
which actually has a human shopkeeper (but he's 
more than just a shopkeeper, as you will soon 
find out). Abrecan recognizes him, but the 
shopkeeper doesn't recognize Abrecan. There 
is also a male Mirari shopkeeper and a female 
Mirari shopkeeper. 


The male Mirari shopkeeper sells Leather Cloaks and Phantom 
Cloaks. He can train character* in Merchant (Rank 3) and 
Stealth (Rank 5)- 

Thc female Mirari shopkeeper sells Air Shield Scrolls Remove 
Poison Scrolls Wind Scrolls and Herhs She can train characters 
in Merchant (Rank 2? and Wizard Rank v>- 


I * 




,ft ,-ir r r'w * 


4 


n +T * 

% ^ - 

, ^ 
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Adjacent to Shop D is King Txomin's Palace. As you enter 
^ the Palace, a cutscene begins, with Alaron formally 
, greeting the King and receiving greetings in return. 

^ Alaron tells his story and the reason for his trip 

* * - to Erromon. Txomin informs Alaron that Goblini 
have been attacking traveling Mirari, and 
^ Alaron offers to dear out their camp in 
\ exchange for a Healer. Txomin says that 
Master Healer Cradawgh might be able to 
help him with his poison. He then tells Alaron thai 
the Goblins are nesting somewhere along the river 
northwest of Erromon and that Alaron must slay the 
Goblin King, or they will return. That concludes the 

■ conversation. Along 
the walls of the Palace 
sgL / ^ is the story of the fast 

- — great war with the 

Goblins, during which 
s King Phelan and his 
$ r father, King Ramsay, 

| fought alongside 

^ * Q Becan and his rangers, 

©> N A\ who saved the day* 


The next building is 
yet another shop 
(Shop G), with four 
female Mirari 
shopkeepers. 


T he first shopkeeper sells Air Shield Scrolls, 

Debilitation Scrolls, Dispel Naming Scrolls, 

Stupidity Scrolls, and Bardic Gloves. 

She can train characters in Merchant (Rank 2) 
and Troubadour (Rank 3). 

The second shopkeeper sells Mirari Cloaks. She can train char¬ 
acters in Diplomat (Rank 4) and Merchant (Rank 1). 

The third shopkeeper sells Curing Potions, Healing Potions, 
Stamina Potions, and Gems of Sensing. She can train characters 
in Healer (Rank 6) and Merchant (Rank 3), 

The fourth shopkeeper sells Hunter's Bows, Short Rows, 
Throwing Irons, Boots of Adamant, Leather Boots, and 
Woodsman's Boots, She can train characters in Merchant 
(Rank 2) and Ranger (Rank 6). 


After speaking to King Txomin, return to the Inn. There, yoi 
will find the human shopkeeper in front of the purple closet 
that contained the Bardic Gloves. Converse with him to dis¬ 
cover that he is the 1 ■ ■ ■ ■ja, ■ ■ 1 " ■■■ 

legendary Becan. He's 7 / W ' ' 

in semi-retirement, * 

but it's not hard to 

get him to take up the ^ > k 

axe again. During LJ 

your conversation, W f, k : 

answer: ft Ha - 


Follow the pathway around the rock face, and you'll come to 
two more buildings. First is Shop D, which Edur is standing in 
front of. He encourages Alaron to see everything Erromon has 
to offer, which is good & — 

advice. Shop D has a 
male Mirari mi 

shopkeeper and a mjk 

female one. Tn » 


1. youae not ■ „ 

J rr This tetter snys you ore 

miRARI." I ^ doeiitnnrt? 

2. “how 6i£> you c,e t II.—-!af_ 

hem.r ■— 

3. "how do you know I'm f»om owcrhiaT 

4 . \\ hAt else do you know aboul the knighthood? 
% “would you if 1 rrtAde a Request?" 

ft. was wondeRinCf if you would join me?" 


If you have a party of four already, you will need to let a mem 
■ ■— — 1 ber go. Brenna and 
Rheda will not leave, 

. -• ■. 

so it's either Abrecan 
or Godric (depending 
on whom you chose). 

J || S 5 W fe Abrecan or Godric 

5 will meet you in 
Talewok if you decide 

[ _ v ^ to part ways with 

either of them. 


The female shopkeeper sells Cloth Armor, Iden Scale, Leather 
Armor, Scale Armor, Talewok Mail, Bronze Shields, Bucklers, 
Heater Shields, Large Shields, Small Shields, and Gemstones. She 
can train characters in Merchant (Rank t ) and Shield (Rank 4). 

The male shopkeeper sells Herbs. He can train characters in 
Loremaster (Rank 5) and Merchant (Rank 1). 


your no me is practically legendary* 
you’re an tlw roll of knlgftta? 
lathing taflcoannT! 




_ ^ ^ ffr - 

. 



* 
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Now visit Gotzone and Zurene to fulfil! your promise to 
Oriana. Read Oriana's letter to find their house (or just look 
at the map). They give you a bit more information about 
magic, and then they encourage Alaron to seek out Yeraza, 
the matriarch and true ruler of the Mirari, They say she walks 
a path along the river during the daylight but looks like an 
ordinary trader Climb down the ladders and walk north 
along the riverbank until you find her She doesn't introduce 
r— ■ herself, but she 

does invite Alaron 
to dinner in the 
h 1 cavern after he 

completes his 

v quest to slay the 

W * jf Goblin King. 


sir female shopkeeper sells Herbs and Spices, She tan train 
uractcrs in Merchant (Rank z) and Wizard (Rank 4). 

Tie male shopkeeper sells Cloth Armor, Dragon Armor, and 
. jiher Armor. He can train characters in Merchant (Rank 2) and 
Mark! (Rank 3). 


N*T<t to Shop E, right across from the bridge, is a Mirari home 
at connects to a huge underground cavern. There is a male 
■ -pkeeper and a female shopkeeper in the cavern, as well as 
Mortal that will take you back to the Portal in the base¬ 
ly — 1 ment of the 

Wizard's Keep 

1 -TV' - *", I > n Castle , 

lli , ■ L 4- Gwernia if 

; you disco v- 

1 _ * ered that 

*** ■"'* I, <z " Portal before 

% ^ you left. Simply stand 

► under the Portal and 


nT** 's 


Leave the Inn and 
cross the bridge 
directly opposite it. 

Just south of the 
bridge is another shop 
> (Shop E), which has 

All other buildings in 
Erromon are Mirari 
homes. You can 
explore them by 
climbing the ladders 
along the cliff faces or 

- 

7 f - 

i 

\ 

V 

V 

1 

< I 

0 - 

JSC 

S " 

male and female 
shopkeepers and a 
large pile of Gold in a 
back room. 

by traveling through 
the huge cavern. 

f 

1 _tfe 


' .9 


$ 


> 



The male shopkeeper sells Leather Cloaks, Mirari 
Cloaks, Phantom Cloaks, Jundar Gauntlets, Plate gr 

t ,auntlets. Belts of l ife. Mercenary Belts, Chain mail, f 

1 eat her Armor, Partial Platemail, Talewok Mail, 

Bucklers, Hopiite Shields, and Kile Shields* 1 fe 
can train characters in Merchant (Rank 7), 

Stealth (Rank 6), and Shield (Rank 6). 

The female shopkeeper sells Light Wands, Shielding Wands, 
trid Boh Scrolls, Darkness Scrolls, Sense Aura Scrolls, Spirit 
Shield Scrolls, Stamina Scrolls, Stupidity Scrolls, Gemstones, 
vipphirc Gems, and Spices, She can train characters in Merchant 
Rank 5) and Wizard (Rank »). 
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two: Gwernia to Grroman to Calewok 




After defeating the Goblins, cross the double suspension 
bridge to the east. Walk northeast along the ledge until you 

tent, then make 
an abrupt southwest 
turn and walk down 
the snowy path 
toward the building 
with two torches in 
front of tt. This is 
Kitarak's Lair. 




i. 


-^ter meeting Yeraza, head northwest along the river out of 
-romon. At the end of the river is a stone path. Follow the 
aath as it winds around the snowy mountains and you 

approach a Gobiin 
tent. If you enter it, 
you'll battle the occu¬ 
pants, and take their 
treasure if you win. 


_ note _ 

:hm are .several Goblin tents scattered around the valley, and 
arirty every one has treasure. More importantly, every tent has a 
zrnap of monsters inside defending it. Your party can pick up 
^wne quick XP (as well as some valuable items and Gold) by 
-tiering the tents and getting into skirmishes. You'll also see 
bow the monsters attack and learn how to best defend yourself 
gainst them. See the above map for the locations of the Goblin 
■rots. 


-: iaw the path until it reaches a cave. Take the incline to the 
-- of the cave and keep going up (south). You reach a 
:teau with two or three nearly bare pine trees. If you face 
--hwest, youll see a suspension bridge in the distance. 

- =ad northwest toward the bridge. Walk around the dilapidat- 
3 ouilding, where you will most likely have to fight a pack of 
r.rolling Goblins. 



Side Questi Recweriiifl the Banner 


If you’re not ready to 
fight Kitarak (or if you 
just want some easy 
loot) you can take a 
short side quest when 
you reach the plateau 
above Kit .Irak's Lair, On 
the plateau is an 
entrance to a mineshaft. 
Ehler the mine, follow 
the corridor down, and 
do battle with the two or three groups of monsters inside. Once 
you’ve defeated them, you’ll have half a dozen chests full of Gold 
to crack open. 

If Becan is in your 
party, you can also 
recover Gwernia's 
Banner, lost during the 
last great Goblin war. 
After you defeat the 
monsters, approach the 
tattered red banner 
among the chests and 
press ®. Becan will rec¬ 
ognize h and take it 
with him. If Becan is not in tW party you can’t grab it (none of 
the other characters were tiki enough to remember die war), but 
you can still take the Gold in the chests. 
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After you defeat the monsters, disarm the trap on the chest 
and open it to find an Acid Wand. You'll also get a couple of 
nifty items off of Kitarak's corpse. His Warfang Sword gives + 
- rtv —- i to a character's 

. Warrior skill and has 
- * Tap Stamina and 

-&I i# Darkness. 


Before entering Kitarak's Lair, make sure your party members 
are al] level eight or higher, Kitarak is a toughenthan-average 
Hobgoblin with more Hit Points and a devastating Crushing 
Death spell that can do 30 points of damage or more. Even 
worse, he's got six of his Hobgoblin friends with him, ready to 
tear you apart. 


Beccm scores c critical hit 
an Kitarak 


You can also find a lengthy letter 
to Kitarak from Rabisat, Mistress 
of Chaos, She writes that 
Kitarak's evil schemes have 
pleased her and orders him to 
be on the lookout for a human, 
advising him to extend his 
influence into the forests to 
capture this person. Once 
captured, the human is to 
be brought to her. It's a 
pretty safe bet that Alaron is 
the human in question, 
though Rabisat gives no indi¬ 
cation of why she wants him. 


When you enter Kitarak's Lair, walk up to him and press ® to 
trigger a conversation. Kitarak vows to avenge his father's 
death in the last Goblin war, and the combat begins. Don't 
spread your forces too thin. Concentrate as much as possible 
on individual monsters, and take out Kitarak as soon as possi¬ 
ble—he's not only the toughest monster in the pack, he's also 
the leader; his death will negatively impact the morale of the 
Hobgoblins. Position two strong warriors to attack the same 

monster with melee -^- 

v - 

weapons, a magic 
user to stand back a 
bit and cast spells, 
and another character 

with a thrown or mis- , . 

sile weapon to assist T * 

the two warriors. 
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Act Cwo: Gwernia to Grroman to Calewok 


f is well rested, it's off to see Zurene and 
Return to their house, where they greet you 
— I warmly. They are 

ised to hear 


unsurpn 
that Txomin promised 
something he couldn't 
deliver, and they 
encourage Alaron to 
present his case to 
Yeraza. They invite 
him to a feast in the 
large meeting area of 
the caverns. 


---er you've rooted through Kitarak's remains, return to 
romon the same way you left. Your first stop should be 
~*Qmin's Palace, where word of your victory precedes you, 

" ^omin praises you for your efforts, promising you lodging at 
-js inn. There's Gold waiting for you there. He doesn't men- 
:n Alaron's need for a Healer, however...with good reason, 
-e doesn't know where Master Cradawgh is and therefore 
3fi't help Alaron with his poison. Only after a little prodding 
oes Txomin suggest that Cradawgh might be found in 

—- i Tale wok, at the 

Wizard's School, and if 
. J he can't be found, 

Alaron should look for 
a wizard named Ardra. 


Use the stairs in the rear of Gotzone and Zurene's house to 
enter the tunnels, then proceed north to encounter Yeraza by 
way of a cutscene* Alaron is introduced to Yeraza, who greets 

about Alaron, 


the party. Yeraza senses great Naming magic 
which makes Abrecan nervous* Yeraza takes a lock of Alaron's 
hair and goes into a 
spell-casting trance. 

When she emerges 
from it, she tells 
Alaron he has the 
scent of Chaos , j 

/A r, * 

about him, and 

I ! L J ^ - e* - v 

Alaron explains the 

Goblin poison in his ; 

i you must consul tftB Wisest Df Qllr 

veins. LmJ&k 1 Mimri, our stator yernzcw 


As you leave the Palace, Edur and Yuli meet you 
= jtside. Alaron relates his meeting with Txomin, 

_nd Yuli tells Alaron that Ardra is one of the great¬ 
est Wizards in all of Aidyn. They advise you to 
neet up with Gotzone and Zurene, because the sis- 
ers might be able to help Alaron...or lead him to 
5Dmeone who can* Return to the Inn for rest, if neo 
essary. Find your reward at the end of the second- 
; oor hall, tij i 

where you > 

■ound the 

■ rst pile of if; 

odd. ^yvw* £2 


Yeraza remains unconvinced of Alaron's 
purity, but advises him to seek out 
t Ardra in Talewok, She gives him a 
Silver Branch, tells him he will be 
going to sea, and orders him to lash 
the Branch to his helm. She then 
gives him directions to Talewok (to the southeast) and 
tells him he must travel to Cradawgb's Island. 
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Act two: Cwernia to €rroman to CalewoR 




east out of Erromon, backtracking along the path to the 
: '< in the road where you encountered the paranoid traveler. 


nd the road sign 
3 t points the road 
7 Talewok and follow 
' e path. After a 
mr le, you come to 
-cither crossroads 
* th another series of 
red signs. Again, find 
^ sign that indicates 
-■= direction to 
e.vok and take 
'tat path. 




Along the path, youll see a farmhouse. Enter, and speak to 
the Farmer to get information about the area. The Farmer 
tells you that fearless Goblins have been harassing the locals, 
coming out into the open to attack travelers on the roads. He 


also mentions a Spirit 
that wants something 
and only comes 
around when the sun 
is setting. Just past 
the farmhouse, along 
the path, a Chaos 
Scout lies in ambush. 




Continue down the road, and, if it's dawn or dusk, youll meet 
the Spirit walking along the path, it addresses Alaron as 
"rehtorb" (brother) and tells him that it is "what you are not, I 



..We must join now,.," 
If you respond, "Get 
away from me!" you 
can escape. Other 
directions in converse 
tlon will result in a 
fight with the Spirit 
that you must flee 
from to survive. 
Continue down the 
path to enter 
Talewok through the 
front gates. 


you com 


=t’.ncour>te« witli o, t \vmn 


ikTilxrii fcnli tMCi; lo laktvvk 


UMiUti u > 

Klteol 
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West of the Inn is 
another L-shaped 
building, housing 
Shops C and D. 


The first structure you see in Talewok is the Knightly Roll, 
adjacent to the entrance (this is where Abrecari will meet you 

if you replaced him 

_ * C * i with Becan). Past the 

Roll is a large L- 
shaped building Sub¬ 
s' ‘ <•> hanging in front of 

N them are Talewok citf 

zens' homes. The 

a S-s unmarked ^ 

w doors are 


Hello, \ am Saumru.„ qti 
cpprentlce at the wizard** schoo, 


Shop C's shopkeeper 
sells Curing Potions, 
Fire Flasks, Healing 
Potions, Gemstones, 
and Herbs, She can 
train characters in 
Alchemist (Rank 3) 
and Merchant 
(Rank 2). 


Shop IT$ shopkeeper sells Rattle 
Axes, Broadswords, Great Bows, 
Hunter's Bows, Long Bows, 

Longs words. Mauls, Mornings tars. 
Pikes, Poleaxes, Scythes, Spears, and 
War Hammers, He can train charac¬ 
ters in Merchant (Rank 4), Warrior 
(Rank 1), Hafted (Rank 1), Sword 
(Rank 3), and Shield (Rank 2). 


Shop A has one male and one female shopkeeper. The 
male shopkeeper sells Healing Potions, Clubs, Hatchets, 
javelins, Maces, Staffs, Throwing Irons, Leather Cloaks, Mirari 
Cloaks, Phantom Cloaks, Chainmail, Cloth Armor, 

Leather Armor, and Scale Armor. He can train tharac- f * 
ters in Diplomat (Rank 3) and Merchant (Rank 
The female shopkeeper sells Iron wood Staffs, Boots 1 

of Adamant, Leather Boots, and Woodsman's Boots. ^ 
She can train characters in Merchant (Rank 2), Ranger i 
(Rank 2) and Troubadour (Rank 4), 


Behind the L-shaped building is a Mirari named Xtbid, 
He senses "a hole within Alaron's spirit/' He tells 

Alaron of the forest 

- . Dryads, friends of the 

to the party East of 
the L-shaped building 
r and the Inn is Shop E, 

and south of Shop E 
T is Shop R 


Shop R's shopkeeper sells Chain mail, Cloth Armor, Leather 
Armor, Scale Armor, Talewok Mail, Bronze Shields, Bucklers, 
Heater Shields, Large Shields, and Small Shields. She can train 
characters in Merchant (Rank 3) and Shield (Rank 3). 


Past the L-shaped building is the Inn, owned and operated by 
the one-legged Herne. Entering one of the Inn's rooms brings 
up a cutscene in which Alaron asks Brenna to help him deter- 
1 — mine whom to trust. 

In the lobby of the Inr 
is Gavinn, an appren¬ 
tice at the Wizard's 
School. He tells 
Alaron that Rabisat's 
m J;, forces are rushing up 

from the southeast, 
and reports that he 

-T -W saw Zombies outside 

the city. He then 

^ promises to vouch for 

L I Alaron at the Wizard's 

School. 


Shop E's shopkeeper sells Earth 
Smite Scrolls, Exhaustion 
Scrolls, Mirror Scrolls, Remove 
Poison Scrolls, and Map 7, She 
can train characters in 
Lore master (Rank 5) and 
Merchant (Rank 4}. 


Shop F's shopkeeper 
sells Beast Hide, Ghkitt 
Plates, and Darkenbai 
Hide, I le can train char¬ 
acters in Mechanician 
(Rank 5) and Merchant 
(Rank 3). 


3 S 


prtmagameuom 








bcOWlklll 


Ardra's room is the guarded one on the second floor of the 
School. Speak to the guard, who informs you that no one can 
see Ardra without per- 

When you tell I. ■ , ;t i 


mission 
him that you want to 
show Ardra the Magic 
Stick of the Mirari, 
you'll gain access to 
Ardra's room. 


Ardra speaks a few lines of gibberish and welcomes Alaron 
inside. She says that Cradawgh's Island is far away and hard to 

reach, but she will 

■ _<; ■» " heal Alaron. She asks 

y sends him on an 

assignment to the 
<enchanted Dryad 
Forest northwest of 

* Talewok. In the forest 

is a grove of 

« ore difficult iirra... Amaranth Roots; 

Alaron is to gather 

- ^ them and bring them 

back to Ardra so she 
can cure him. 


another familiar face at the door to the School: Godric 

t ^_ the Alchemist. He's 

7 ^ ’ y ~ been studying at the 

School and offers to 
join your party. You'll 
have to lose Abrecan 
or Becan to have him 
^; h , ^ : 4 join, which might not 

be wise at this stage 
of the game. If you 
don't choose him, he 

\ dtontkno^ w j|| remain at the 

School, but you'll have 

_ M more opportunities to 

pick him up later. 
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Follow the northeast path (which becomes an eastern path 
and then a southeastern path) until you find a duster of four 
large boulders with a circle of mushrooms in the middle. 
Adjacent to it is another cluster of boulders, with the Dryad 
Queen Pandara in the center Tell her that you need her help, 
and ask where Amaranth can be found. She orders some to 
grow in the sunshine at the foot of the northeast trees, and 

tells you to take only 
what you need and 
return to her when 
finished* You will find 
the Amaranth (which 
looks like a small pur¬ 
ple flower) in a north¬ 
eastern alcove of the 
forest, next to a deac 
tree (which has Gold 
in it, but someone 
must pick the lock). 


Leave the Wizard's School and walk behind it* After a 
cut scene plays, head northwest into the Dryad Forest. You'll 
encounter a Dryad who's taken with the magic aura that 
Alaron radiates. She 
will not help you r but i— 
answering her ques¬ 
tions incorrectly 
sparks a fight with 
several Dryads. To 
avoid a skirmish, do 
not respond: "But you 
have a strange look in 

your eyes that I do W ^ 

not like!" or "Don't * (I ♦ 

you like Pandara?" ___ 


t shell have you* Ssssoao 
glorious. /our lovely eyes do 
gleam with magicT 
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Act two: Gwernia to €rroman to Calewok 


ne Amaranth and return to Pandara* If you have a high 
-n Troubadour skill, you can woo her* If your Troubadour 
^ — skill is lacking, there 

are Dryads in the for¬ 
est who will train you 
in it* Bump up your 
Troubadour skill as 
„ high as you can, and 
keep talking to 
Pandara until it 
u finally works* 


Equip Alaron with Pandara's Amulet and return to Ardra at the 

Wizard's School. On 

the way back, Alaron 

explains in a cutscene 

what happened in the 

Secret Grove. Brenna 

seems a little jealous 

of the Dryad Queen's ^ ^ <; 

affection for Alaron.,,* f 


Back in Ardra's room, Alaron gives her the Amaranth and 
asks a few questions about magic, Pandara's words, and the 
Jundar that one of the Dryads mentioned. Ardra begins cur¬ 
ing Alaron, but Alaron tells her to stop. He gets another 

vlaon lilt tlii' ifi 


:^ra takes you to the Secret Grove and tells Alaron he is a 
z ng p one who can learn ail schools of magic—which makes 
do a true mage, 

y to her in the ■ & — 

-zzs: complimentary 

=ys„ and shell give §a 

-3TJn an Amulet that 

allow him to com- JSK 

cate with her if I i 

eeds assistance* 

warns him to con- 1 

nis magical pow- __ yf^ opt JZ. An < „ Z!u 

--S or a qroup called ■ ’ I m*iJ»VOU Ibct rarest Of mcaiceil 
I’S' beings! ft mage! 

r Minions will use im*. \ _*__ 

am to destroy all I ^ " 


A feeble old man in a rocking chair appears. He can't speak, 

and Ardra urges Alaron to look away. She knows who he is 

but won't tell Alaron, The Wizard's School doorkeeper 

appears in the vision and apologizes to Ardra for letting the 

apparently dangerous Alaron into the School. Oriana appears 

and begs Ardra to set aside her anger and cure Alaron. Ardra 

attempts, and the trance ends. The healing spell fails because 

Alaron is a Wilding ^ 

and doesn't have a 

True Name. Without a 

True Name, his spirit 

is not bound to his IB; in £ 

body, and Alaron is JNL ^ Jr M 

incomplete. To be ^ "i r 

Named, Alaron must W £ 1 I 

travel to Port Saiid in Kr f / 

the southwest and ri gc ™ n ' Wqw nni J 

take a boat to 

Cradawgh's Island. I m 1 - 
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Eandit Boss 


Dracovern 

-»andit Woodsman 


Giant Scorpion 

• Bear ' 


Goblin 

hjos Mauler 


Goblin Sergeant 

bans Scout 


Gorgon 

- Chaos Slayer 


Gryphon 

- Chaos Sorcerer 


Hobgoblin 

haos Spellweaver 


Human Bandit 

C haos Stormer 


Marquis 

* Chaos Trooper 


Ogre 

- Chaos Warrior 


Ogre Boss 

- Cyclops 


Wraith 

- Darken bat 


Wyvern 

- Dire Wolf 
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A very short hike up the path brings you to the bridge s 
cutscene involving Arturo and a female thief, Keetin. She 

I — _ -i tricks him into e 

her pass, even 
though he saw he 
steal from a pass 
band of merchar-r 
5 (he's not that bna 
v ^ Now it's your tu~ 

try to get arounc 
him. He comes cr 
aggressive, but he 
will not fight you. 
matter what yot 


gF The search for Cradawgh begins with 
Alaron leaving the Wizard's School and 
Talewok. Train, equip, and heal your characters 
— ^ ~ as necessary, and exit 

Talewok via the wood¬ 
en bridge at the south 
end of town. Stay on 
the path until you 
reach the crossroads, 
and then choose the 
western path to Port 
Saiid. Prepare for a lot 
of trouble from 
Bandits along the way. 


Kis name ts Artur® and fvrTa as dumb 
as a post, So whatever you do* be 
firm- And For land's sake. try 


Travel by land if you must* but there 
is danger. Understand? Tell Rfteda 
tbc staff bears the li Sbt* 



There are several ways to get Arturo into your party, but >: 
have to lose Abrecan to do it (he'll wait for you at the Kn\z 
Roll in Talewok, as usual). The easiest way is to reply: 

i. “bul i wwnt to cross AiiywAy." 

> Oo you want to nc chAllcnc,e6?' 

3. “Gut i ftont want to pqht/ 

4. \\m you sues you unOcHstAiiO the kniqhttli©d 5 r 

s. “Oo you have aov skills?" 

6. come with me to pool s.vikV 

Arturo is a powerful 
and well-armored 
fighter with many hit 
points, but you'll need 
to improve his DX 
quickly because he's 
slow as a mule when 
you first acquire him. 


If you walk along the path at dusk or dawn, you will encounter 
the wandering Spirit you first met in the forest near Ghana's 
Hut. It tells you it must join with Alaron, and that he should 
look for it in Terminor. If you choose "Take my hand" or "You'll 
have to fight" as responses, you end up in battle with the 
Spirit, which you — 

must flee to sur¬ 
vive. Continue 

down the path Kl 

once you finish 


To Port Sand* Part to RU Nations 


Y A man named Batrin waits on the path 
: *P just outside Port Saiid. He's a silk mer- 
* chant in the town, and he's upset about 
someone (Arturo) who won't let any- 
one cross the bridge into 
town. The person claims to 
be a knight guarding the 
(jjp bridge and has been 

XjA sending travelers back to Talewok 

for two weeks now. Batrin offers 
r? the party a reward if they can 

deal with the problem. 


A little farther up the path from Arturo's bridge is another 
three-way crossroads with two signs. One points back to 
Talewok, one points to Port Saiid, and one path is unmarkec 
The unmarked path leads to the Lighthouse, which well get i 

- zfr - in a minute. Take the 

I 1 ’ tW I path toward Port 

„ if Jwv Saiid, the front gate < 

which should be 

^ clearly in sight by noi 


Reach out to me ! 1 
roum ba ve to f isbt. 
Tabm my band* 
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Act Cbree: Port Saiid, Chaos Island, * namer's Island 


map 3-2 
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you m flrnire le lean; foe bridge) 
fjcerniier wild Capiata Mm 

® 2Bd mei&ier fftib aiH Mm 
(after veil reliobi Hk CijjlMsri 
fiNcntui meaner wkih 
w anderinei spine 

% Mi as ptflJNc ftwracRr 
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Shop A’s female shopkeeper sells Acid 
Flasks, Sleep Gas Flasks, Daggers, 

Hatchets, Poison Darts, Stealth blades, and ^ 
Throwing Knives, She can train characters 
in Merchant (Rank 3 X Thief (Rank 5), Missile 
(Rank 3} and Thrown (Rank 4). 

The male shopkeeper in Shop A sells 
Dexterity, Stealth, and Strength Potions, Rows 
of Shielding, Dragon Fangs, Great Bows, 
Throwing Irons, Phantom Cloaks, Enchanted 
Hides, and Leather Armor* He can train 
your characters in Mechanicician (Rank 5}, i 
Merchant (Rank 8), Stealth (Rank 8), A 

Thief (Rank 8 ), Warrior (Rank 5), M 

Missile (Rank 5), and Thrown (Rank 5). 4 K 


dw the stone path from the entrance and enter the first 
_ jrig on your right to get to Shop A. There is a female 
m. c<eeper upstairs and a male Bandit shopkeeper down¬ 
's. Also downstairs is a booby-trapped crate; disarm it and 
.vitl find Curing I T A— 

roons, Stealth 

r«iorts, and a pair of JW 

Tier's Gloves. 
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The next two buildings along the path are unoccupied private 

residences. Just west of the end of the path is the Four Winds 

Inn, operated by a young woman named Ntala. Also lurking 

around the Inn is the extremely flirty Keelin. You can now 

select her as a playable character. To get Keelin in your party, 

simply ask her to join, i 

You'll have to lose 

Arturo, which will 

leave you without a 

high-powered fighter; 

he'll wait for you in ^ #f ^ 

Terminer, if you decide 
you want him back. 

i fr fri | UblilwMor« Hiiopen(tir... 

II buginess, sir? 


East of Shop 8 is a house with a man inside who tells the 
party about Port Saiid's mayor, Syllis, who keeps a careful 
watch on strangers in town. East of that house is an empi 
house with a locked chest containing Healing Potions. As- p 
path runs past the front of the house and leads down to F 
Saiid's waterfront. At 
the foot of the path is 
a man who tells 
Alaron about some 
treasure in a cave 
underneath the city. 

North of the man with 
the treasure story is 
Shop C, and north of 
Shop C is Shop D. 
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Another unoccupied home is south of the Four Winds Inn; 
Shop B, with one salty seadog of a shopkeeper, is east of that. 
Godric is also in Shop B, on a quest to unlock the power of 
maritime alchemy and you can choose him for your party but 

you'll lose Abrecan, 
Arturo, or Keelin if 
you do. 


note 


Shop 1 Vs shopkeeper sells m 

Brilliance, Endurance, 4 

Stupidity, and Weakness Scrolls, 
Gemstones, Herbs, and Spices. He can 
train characters in Eoremasier (Rank 
5), Merchant (Rank i), and Wizard 
(Rank 3). 


East of Shop D is an empty house with a locked chest coma 
mg Healing Potions. East of that house is another unoccu- 
, pied dwelling. Inside are Leather Boots and a small amocr 
\ of Gold in an unlocked chest. Farther east is a disturbing 
man in mourning for his late love, Kate..,who is lying z 
^ the bed, decomposing. Eeew. The man tells Alaron r 
there are no boats leaving Port Satid because the ; 
In the Lighthouse has gone out and requires pov,^ 
ful magic to be relit. He also says that the treascr 
filled cave was home to a Dark Wizard who 
snuffed the Lighthouse's flame (and Kate's life 

q— ■ - i well). If you sea-: 

Kate's remains, 
you'll get a 
Lightning Wane 

I SB and have to fig~ 

J * Wraith as soon 2 

W youe.it. 


note 


Shop Os shopkeeper sells Plate Gauntlets* He can train charac¬ 
ters in Mechanician (Rank 6) and Merchant (Rank 5). 


Hole 


Shop D J s shopkeeper sells Battle Axes, Broadswords, Great iW»v 
Great Swords, Heartseeker Bows, Iron wood Staffs, Javelin^ 
Longswords, Mauls, Pikes, Poleaxes, Scythes, Spears, and Staffs 
She can train characters in Merchant (Rank 4), Warrior (Rank * 
Hailed (Rank 3}, Pole (Rank 3), and Sword (Rank 5). 
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South of Shop F is an empty house. When you approach it, a 
man in a jester's outfit approaches your party and a cutscene 
begins. He knows a great deal about Alaron, his troubles, and 
his quest, and he also implies that he is the Wizard of the 
Fourth School, much to Alaron's amusement. West of the 
Jester are two empty houses; the farther one has some Spice 
and Gold in a booby-trapped pot. Disarming it will be easier if 

-aC v ■ ■ ■ “ - -—" | you equip your 

Mechanician with the 
Tinker's Gloves first. 


^ :q the west, 

:ss from the house 
:ne Healing 
“arts, is Shop E. 


Well set ye sonef 111 not let ye 
disturb me and my Kale* 


E’s shopkeeper sells Chatnmail, Enchanted Hide, Partial 
ii email, Scale Armor, Tale wok Mail, Kite Shields, Large 
ekl s, Small Shields, and lower Shields. He can train characters 
Enchant (Rank i) and Shield (Rank 5)* 


\ want to thank you for removing 
that kmhbrom from our bridge, 
young squire* Kere 


Now it's time to find that rumored treasure cave. Head back 

up to the upper level of Port Saiid and poke your nose around 

north of Shop A. There's a cleverly hidden path that leads 

down to the beach. Take it and walk southwest along the sand 

until you reach a small ■ ■ ■ -» ■ ■ -r fo 

cave. (If you didn't 

meet the Spirit on the 

rood, you will meet 

him here.} 


Shop £ (to the south) is Captain Amann's Boathouse. 
j £ i — He tells Alaron he 

~~1 can't sail, because the 

gone out, and no one 
who's tried to relight 

_ ^ C*** - r Alarori’s party man- 


Dnt of the boathouse, near the Knightly Roil, is a strange 
^an who sings songs about dying at sea and seems to be 
ng for a knight to return. Adjacent to the Roll, to the 
st, is an empty house. West of that, right next to the path 
tne upper level of Port Saiid, is Shop F, with a female shop 
-cer and Batrin waiting inside. If you got rid of Arturo, 
n gives the party 200 Gold as a reward. He also gives 
"trmation about the 1 — 

by the 

crtly Roll (she 
:cears whenever a 
-^Tger comes to 
3m) # Amann (a great , 

:<• . and the treas- 
e- supposedly 
t 5 a pile of Gold 

- ^ve unaer me Kn the oM lighti™^ fcetsper running 

but it's cursed). MM1 by the extern ahorel.ne. 


Enter the cave and snoop around. You'll find a powerful magic 
item called Sbamsuk's Amulet, and you'll also find Shamsuk's 
Journal, in which he complains that the other four wizards are 
avoiding dealing with Rabisat. The most important item in the 
cave, however, is the Lighthouse Scroll, found near the well, 

—- & — 1 You need this to 

relight the Lighthouse 
flame. Alaron makes a 
Journal entry when he 
finds it. 


F*s female shopkeeper sells .Stealth Potions, She can train 
-jeters in Merchant (Rank 3) and Iron bad our (Rank 7). 
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Once you've explored the Lighthouse and rekindled the 
flame, leave through the front door and return to Port Saiid 
via the route you took to reach the Lighthouse. Meet Captain 
Amann at the end of the pier, it's off to sea. In a cutscene, 
Amann prophetically remarks that the sea looks a bit rough— 

Tg v . —- i soon a huge storm 

kicks up. 


With Lighthouse Scroll in hand, ft's time to relight the 

Lighthouse flame. Leave Port Salid and follow the path until 

you reach the three-way crossroads. Take the unmarked path 

and follow it all the way up to the Lighthouse. You'll fight a 

few Wolves and Ogres along the way f and there's a group of 

Bandits and Wolves i tfv — - 

blocking the door to 

the Lighthouse, 

but none of these 

should present much M 

of a challenge to 

your party. fpBHP* t y M 


The Lighthouse's front door is booby-trapped. Disarm it and 
enter A large group of Bandits is waiting just inside the door 
Take them out, then head upstairs. You'll find an enormous 
unlit lamp. Press ® next to it to automatically use the 
- - i Lighthouse Scroll to 

light the lamp. Go 
back downstairs once 
the lamp is lit. 


There are only two other rooms in the Lighthouse. The first is 
a storeroom with nothing of interest, located beyond a 
wooden door next to the entrance. The second is a small 
cellar (which you access by ladder), where a pack of Wyverns 


4 S 


fyrimadameuom 














(Li) Uiav* Ci 




____ note ___ 

k,„. Chao. I.l.i.d. .11 y.,.i hoc ... J» » ™i«r ihc Ctao. 'IbinpU- <•» below), dll 1., .nil im In ihn ipnl *» you landed on tbn 
m , Arum, will have the ship repaired and you cau leave for Cr-adawgK's Island. I lowvcr, Chaos Island provides opportun.ues to qu.ckly 
* up much XI* and Gold, and there arc two magic items worth getting: the Marquis Amulet and the lexportation Scroll. 




nywoys don't worry, il lmaka 
-arm less enough to me. 


Unsurprisingly, Chaos 
Island is filled with 
Chaos Monsters of all 
shapes and sizes: 
Chaos Scouts, Slayers, 
Sorcerers, 

S pel I weavers, 

Stormers, and 
Troopers swarm the 
island, ready to tear 
your party apart. 


Once the cutscene ends and you have control of your party 
again, head southeast along the strip of grass until you see 
stairs to the southwest. Head up the stairs and walk west until 
you cross under a r— .1 

stone archway and ^ | 

see an altar with a red 
humanoid pacing on Wt 

it. This is the Marquis, * j Pfc 

the lord of this island. Uw „ ^ 9 ^ A - jl&i 

Ask him questions TT* W*ZA 

until he challenges * 

you to a fight ^ ■ 
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After leaving the altar room, you enter the next room, T 
two rooms to the right and left of the entrance have get. 
ous supplies of Gemstones (and guardian monsters, of 
course). Farther down the hall, there are alcoves to the *■ - 
and left with false walls that slide away when approach^: 

_ Behind them are 

levers. Pull the b m 
to open the sku 
mouthed gate :: r 

Wj'i r . V -/ ‘■ next area, locate: 

v „ the room at the - 

of the hallway. 


^■HhbSf If no one in your party has Entrapment 
Magic or Wands (such as Walt of Bones, 
Frozen Doom, Web of Starlight, etc.), there is 
almost no way you will be abfe to defeat the Marquis, Even 
seasoned fighters will rarely be able to do more than a couple 
of points of damage to him, and he can destroy just about any 
character with a couple of blows. If you do have Entrapment 
Magic, take him on. As soon as you can, cast an Entrapment 
Spell, If rt succeeds, i 
the battle is instantly 
won, and you get the 
Marquis Amulet for 
your troubles. 


The skull gate leads into a cavern with a sand floor. There s 
small pit in the center of the room; stand at the bottom o' - 
and press ®* Your party appears in another cavern, undet 
portal. The cavern is crawling with Goblins, If you run stra gp 
bearing left at the fork in the tunnel, you will come across t 
exit for this area. If the gate is closed and you cannot pass 
head all the way back out the way you came in, start runn * 
down the stone path ■ & 

leading to the Temple, 
and fall off the side of \ ^ 

the wooden bridge to ^ _ k 

land in the room on \\ JL .. \ 

the other side of the ; 

gate. There's a lever in Vj * 

front of it that opens u U Vv 

the gate. 


To get to the Chaos Temple, double back to the southeast 
and follow the ascending stone ramp until you reach the gate. 
The first floor of the Temple has only two doors: the one you 
entered through and the entrance to the next area, which is 
another small room with only two doors. You'll find the exit by 
■ ' ! —- i heading through the 

* \ | - doorway in front of 

you and following the 
I St wall counterclockwise. 


Whether you fall off the bridg- 


ie or pass through the gate, you 
enter a room with knee-deep water and a Portal that links to 
another Portal (on a small peninsula to the northeast of the 
stairs leading to the Marquis and the Temple). After you pick 
up the Teleportation Scroll and the Marquis Amulet and hone 
your characters 1 skills on the Chaos Monsters, there's no rea¬ 
son to hang around. Meet Amann where you landed on the 
island, in the waist-deep water in front of the giant stone 
skull A cutscene plays as you approach Amann, and the party 
r fr I leaves for Cradawgh's 

Island (which Amann 
also calls Namer's 
Isle), this time with 
Yeraza's Stormbreaker 

J y stick properly 

attached to the helm. 

- ^ - The magic seems to 

_ T be working, and they 

r * land on Cradawgh's 

•Qk Island, 


The next room has an altar at the far end, with Chaos 
Spellweavers and Sorcerers patrolling. Defeat the monsters, 
then take the Teleportation Scroll from the altar. The exit from 
this room is right next ■ q - 

to the entrance. 
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Enter the cave. To the right of the entrance are two Portals 
locked behind a gate that no one in your party can open. 
Search around the areas of purple light for three treasure 
chests, two containing Curing Potions and one containing a 

H ^ erise Aura spell. 
Proceed through the 

¥^ hK W door you did not 

come in through. 


"ne first thing you see on the island is a smashed hut—it's 
ie only hut on the » rt v 

sJand, which is not a 
3ood sign. On the 
eastern side of the 

wrecked hut is a stone w 

:ath. Follow it until 

au reach the mouth ™ 

jt a cave. 
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From the cave's exit, head northeast up the short, steep 
incline, and then northeast along the grassy ledge unti! you 
see a narrow pathway with a Chaos Mauler pacing at the end 
of it to the west. Run to the end of the path to trigger a 
cutscene. Chaos Monsters have Cradawgb and seem to be 
sacrificing him to cast some sort of spell. Alaron interrupts, 
t ^ I and the party is 

thrown into combat 
with the monsters. 


Leave Port Saiid and take the road to Talewok. Along the 
way, youll likely encounter the wandering Spirit again, near 
Talewok. Tell him to "Get out of here!" and he'll meet you in 


After defeating the Chaos Monsters, the dying Cradawgh 
explains in a cutscene that he won't live long enough to cast 
the incantation to give Alaron a True Name, and he asks 
Alaron to carry his body to Talewok and deliver it to Ardra. He 
says that Alaron must seek out the Jundar Zaratas in the 
desert, warns him that Rablsat has sent someone (or some¬ 
thing) named »■■ . ■ 

Pochangarat to bring 
Alaron to her, and 
tells him not to fear 
his "other self." 


Your first stop should be Ardra's chambers in the Wizard's 

School She invites Alaron to the funeral and encourages him 

to read the books in the Wizard's School library to prepare 

himself for what's ahead. She also mentions that she has an 

old Jundar friend i & 

named Tamberlain 

who runs a tavern in 

Terminor, and he may 

be able to help. . v- 


After leaving Ardra's chambers, you get a quick tour of the 
library. Ardra encourages Alaron to read as much as he can 
(high Loremaster skills come in handy here). When you are fin¬ 
ished, head to the burial site due west of the Inn. Prince 
Sheridan is there. He reassures Alaron that all is well in 
Gwernia and scoffs with disbelief at Alaron*s tales of mon- 

-- ■ sters. Walk forward a 

* few steps after speak- 

/ mg with Sheridan, and 

Cradawgh's funeral 


Return to the shore near the smashed hut, where you landed, 
and Amann will take you back to Port Saiid. You can get a free 
night of lodging at the Four Winds Inn by speaking to Niala's 
father, asking if there's a way to send a message to Talewok, 

I and asking him to 
^ keep Cradawgh's 
N death quiet. 


,.,smrTryeHa™.M tacks itself in 
the vault or stars*.. 1 misht once 
have brought jt,*. down... to give 
to you. but.., . 
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Act Tour: Ccrminor and Sbamsuk’s Cower 


ENEMIE5 


Dust Devil 
Earth Elemental 
Fire Elemental 
Giant Boar 
Giant Skeleton 
Harpy 
Hellhound 
l^arge Scorpion 
» Lizard Man 
- Lizard Man Sergeant 
■ Manticore 


Minotaur Lord 
Plague Zombie 
Salamander 

Shamsuk the Necromancer 
Skeleton 
Skeleton Archer 
Stone Golem 
Troll 
Wight 
Wraith 
■ Zombie 



, th Cradawgh laid to rest, it's time for Alaron and company 
: leave for Terminor. Purchase any equipment and get all the 
aining you need in Talewok (making sure to save some cash 
□r the finer wares of Terminor), then leave the town via the 
southern bridge and follow the path until you come to a cross- 
-rads. Follow the path that leads to Terminor until it ends 
abruptly at a giant 
uog. This is the 
Darkling Bog; many 
characters you meet 
n Terminor will 
-refer to It, 


Outside the Terminor gates, Alaron runs into his other half, 
the wandering Spirit, and this time it's not speaking back¬ 
wards, It delivers its usual cryptic warning about the dangers 
ahead and the need to join with Alaron, and attempting to 
join Alaron with his other half will result in a battle that you 
must flee to survive. The Spirit tells Alaron to keep looking for 
him, and vanishes. You might encounter him again (and have a 
similar conversation) a little farther up the road where the 
stone path to 
Terminor splits from 
the dirt path. 






The jester from Port Saiid is waiting for you 
at the gate to Terminor. He says he'll give 
you a reading of your future once you 
"come to view the tower" (whatever that 
means) and that he'll meet you in the bog. 
The guard at the front gate is 
hostile toward Alaron and Gwerntans in gener¬ 
al. However, he has some interesting bits of his¬ 
tory to share about the former Jundar empire and 
the hostility between Gwernia and Terminor. After 
speaking with him, enter the gate. 


The paranoid traveler you met on 
he road to Erromon is here, and he's 
its usual unhelpful self, though he does mention that the 
3©g is filled with lizard creatures and undead. He also tells 
fou how to get to Terminor. Unfortunately, his directions 
as bad as his people skills; you actually want to head 
oack west until you reach the cliffs overlooking the 
water, then head south along the coast until you cross 
:he stone bridge. After the bridge, you II pick up a 
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dirt path that 
will take you 
straight to 
Terminor. 
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Shop A’s shopkeeper sells fire Flasks, 
Strength Potions, Great Swords, 

I le art seeker Hows, Scythes, Amulets of 
Pork, Phantom Cloaks, Plate 
Gauntlets, and Gemstones, Me can 
train your characters in Mechanician 
( Rank 7) and Merchant (Rank 7). 


Nothing of interest is on the northern side of Terminor's first 
level except a stairway leading to the second level of the 
town and Shop A. Most of the shops in Terminor are only 
open during daylight hours. At the well west of the entrance, 
there are two former r - - ■ & 

residents of the min¬ 
ing town of Pome 
who narrowly escaped 
when a sorcerer with 
a twisted staff U 

destroyed the town a * ,, 
few days ^go. The £ - -T 

sorcerer sounds like W 

, /2?\ ff zr\ 

the one who try, 3 V 

menaced Oriana. Wk£s W ^ 
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Act Tour: Ccrminor and Sbamsuk’s Cowcr 



Following south along the same wall, you'll find (in this order): 
an empty house, Shop B, Shop C, and the incline to Terminors 
third level. Southeast of the incline is an empty house. 

Outside it is a woman who looks uncannily like King Phelan's 
late wife, Bodecia. It turns out that the woman is her niece, 
and she doesn't have high opinions of her distant Gwernian 
relatives, or of Alaron and his party. She tells Alaron that so 
many of the houses are empty because there is a plague in 
■■ - 1 town, apparently 

started by a bad ship¬ 
ment of meat from 
Erromon. 


he houses south of both the well and the entrance to 

one exception: the Staggering Ogre 


>rminor are empty, with 
n, located at the south end of the city. The innkeeper 
Tamberlain) waits out front for you, and you can get a i 
st by talking to him ~ 

outside the building. 

After you spend a 
hght at the inn, 

"amberlain also offers 

to sell your characters „ 

• i ,wf 

some pricey but 

extremely valuable 

*ems. In the Inn, XTX I 

du'II find Niesen, but W 

hold off on that for ~ 

right now. -* ** 


Tamberlain sells Charisma, Strength, and Defense Pillions, Fire 
Masks, Pikes, Poleaxes, Spears, Spikes, Rings of Healing, Boots 
of Adamant, Boots of Speed, Jundar Shields, Spirit Shields, and 
Gemstones. 


Shop B’s shopkeeper sells Antidote, Curing, Healing, Restore, 
and Stamina Potions, Gemstones, Herbs, Sapphire Gems, and 
Spices. He can train characters in Alchemist (Rank 10), Healer 
(Rank 10), and Merchant (Rank 3). 


You'll find more activity on Terminor's second level. The first 
door to the northwest of the entrance is to an empty house. 
Following southwest along the building, the next door opens 
nto an empty armory. Near that door, you'll find a storyteller. 
Ask him about the "Shriveled Heart," and he'll tell you the 
story of the sorcerer Elisheva and his ruby heart, which is still 
ouried in the Darkling Bog. After you listen to his stories, he 

f _ ___ will give you 

^ : ~ f ; information about 


Shop C's shopkeeper sells Bows of Accuracy, Dragon Fangs, 
Great Bows, Heartseeker Bows, Long Bow s, and Tinker's G 
He can train characters in Mechanician (Rank 9), Merchant 
(Rank 8 ), and Ranger (Rank 5)* 


Northeast of Bodecia's niece, along the same wall as the 
empty house and southeast of Shop C, is Shop D. North of 

J g l - Shop D is an empty 

house, followed by an 
empty shop and 
another empty house 


s shopkeeper sells Charisma Potions and Harps of Igone. 
train characters in Diplomat (Rank 7), Loremaster (Rank 
:hant (Rank 4), and Troubadour (Rank 10). 
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Side Quest: Wages Bouse 


wait for you at the Stumbling Ogre Inn. (If she wasn't in your 
party when you entered Terminer, Keel in is also in one of the 
rooms at the Inn, but there's no point in inviting her yet—you' 
fourth member must be Niesen). Once you choose Niesen for 
your party, you can't drop him until you successfully assault 
the Necromancer's Tower in the Bog. 




V 
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Heading up the incline near Bodeda's niece 
takes you to Terminor's third level. Along the northeast wall 
are an empty house and an empty shop. Along the southeast 
wall is Shop E. At the northern end of the third level of the 

town is an incline to 
Term in or's fourth 
level, which has noth¬ 
ing but a few foun¬ 
tains and a house 
locked beyond the 
picking ability of your 
best thief. 


The locked house on Termmor’s fourth level is Mayo's House. To 
access it, speak to Tamberlain after spending a night at the 
Staggering Ogre Inn* and ask him about Mago. Tamberlain will 
tell you that Mago, a Wizard without a True Name* rose in 
power until he could not control his magic and almost exploded 
into a magic storm when a lynch mob tried to kill him. He was 

left crippled, cared for 
by his wife. Legend has 
it that he killed a man's 
wife during his rage, 
driving the man insane 
and sending him into 
the Bog to live apart 
from humanity as the 
Wild Man of the Bog. 


I 


After Tamberlaln tells you the story* visit Mago*5 1 louse. A 
woman waits outside; tell her that Tamberlain sent you and he 

Courteous, and she will 
open the door for you. 
Inside is a woman who 
sells Aura of Death 
Scrolls, Darkness 
Scrolls, Stamina Scrolls, 
Vs. Necromancy Scrolls, 
and Spice. She can train 
your characters in 
Merchant (Rank 5) and 
Wizard (Rank 9). 


When you come to the basement of M a go's t louse, where Mago 
and his wife sit, approach them to begin a onscene conversation. 
Alaron recognizes Mago as the crippled old man from his vision 
with Ardra. IF Alaron tells Mago and Ids wife about his quest tor 
his True Name* they both become upset and tell Alaron to go 

into hiding or else the 
same thing that hap¬ 
pened to Mago w ill 
happen to him. Mago 
also reveals (in back- 
^ wards-speak) that the 
Jundar Wizard who 
stopped his involuntary 
rampage can be found 
to the south* in a 
chasm. 


Heard about rnypaormoso, did 
mu? Come la gavJi at the mailman 
of Term 1 nor? 


Once you've sufficiently explored Terminor, return to the 
Staggering Ogre Inn. A cutscene plays as you enter. Alaron 
tells the disbelieving guests about the Necromancer's mas¬ 
sacre of Pome. At that moment, a badly wounded survivor 
stumbles in, confirming Alaron's tale just before she dies. 
Then, Niesen shows up and relates the story of his flight from 
Pome. He saw Shamsuk questioning the miners' wives in 
Pome bef ore it was 
destroyed. If you tel! 
him "I've been think¬ 
ing about Pome 
myself.,." and "I'm 
with you," he invites 
Alaron to enter the 
Darkling Bog, destroy 
the tower in it, and 
then attack the 
Necromancer. 




Niesen insists on hav¬ 
ing a party strong in 
magic. You'll need a 
thief to climb the 
tower and Niesen to 
enter it. To take 
Niesen, you must 
leave behind Abrecan, 
Arturo, Keelin, or 
Godric (whoever is in 
your party). The dis¬ 
missed character will 


_ Hole 

Shop E’s shopkeeper sells Acid Flasks, Sleep Gas Flasks, and 
Sense Aura Scrolls. She can train characters in Lo remaster (Rank 
10) and Merchant (Rank 3}. There are also some books in her 
shop that characters with high Lore in aster skills can read. 
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Side Quest: €lislKoa’$ Comb 


— Elisheva's Tomb is *H- 
the Wild Man of the 
t Bog, northwest of 
Shamsuk's Tower. 
Approach the crumb' 
*y stone steps and emr 
F j.™ Several Zombies drft- 

l» the first level, and 

there's a ladder dowr 
J the second level. The 

_ .. 33 > r . second level Is a long 

hallway with alcoves to either side containing coffin* 
marked with cryptic writings. At the end of the hal! 
a room with several smashed chests, two booby- 
trapped chests, a pile of treasure, and a horde of 
tin dead led by a Wraith. 


Once you've done all of your shopping, equipping, and train¬ 
ing, leave Terminor via the front gate. Follow the stone path; 
when it meets the dirt path, head north. You might encounter 
the wandering Spirit here. Follow the dirt path back to the 
stone bridge you crossed, and then take a sharp right (south¬ 
east) and follow the river until you see a flat grassy hill to the 
northeast, and the river chasm stops. 


One of the booby-trapped chests contains Elisheva's 
Heart, along with several Healing, Curing, and Stealth 
Potions, a good deal of Gold, Spice, Gemstones, 

^ Herb, and a Vs, Star Wand. The other contains 
3p similar Potions, Gold, and spell components. Th: 
^ pile of treasure includes some more Gold, 
Gemstones, and Eltsheva^ Scythe. 


Walk northeast around the flat hill until you 

come to a Zombie standing in the middle of a 

patch of sand. Enter into conversation with it 

(which leads to a fight with multiple 

Zombies). After defeating the Zombies, 

proceed through the narrow passage- JM 

way to the north. Follow it until you 

see the dark green grass of the * 

Darkling Bog. Head southeast, 

keeping to the flat part of the a ^ 

swampland. 


J Continue to the southeast for quite 

* some time until you come to a 

ID* broad, flat clearing in the swamp 

^ with a few murky streams and 

several weeping willows. There is a large hill with a 
flat top in the distance. Approach the hill and circle 
around it to find the Tower of Shamsuk the Necromance 
(If you're having trouble locating it, refer to the map anc 
follow the streams; one of them flows right by it. 

^ Additionally, the 

Wild Man of the 
Bog is nearby— 
T to the northwesr 

near an enor¬ 
mous tree with 
exposed roots— 
- JJ 'A and he can give 

- you directions. 

^ Elisheva's Tomb 

is also nearby; 

A _ _iJ see the sidebar 
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In the next room, follow the checkered carpet across the short 
hallway to the door with the white squares at the opposite 
end. Pass through that door. The next room is very similar to 
the last one. Along the middle of the right-hand wall is a 
painting of a landscape with moving clouds. Face it and press 
® to take a secret door to a bedroom. Along the left wall of 
. ■ the bedroom is a 

small wardrobe with a 
* chest inside. 


Two Stone Golems protect the Tower. Even if you can sneak 
around them, engage them in combat; they're a good test of 
your party's readiness to enter the Tower. After defeating the 
Stone Golems, move to the scaffolding on the Tower's right 
(eastern) side and press ®. At the top of the scaffolding, turn 
left (south) and go 

through two consecu- - -. —T 

tive doorways to 
reach a ramp facing 
downward. You will 
also find a pouch 

containing Stealth A 

Potions and the Black * 

Key (one of three fflruf 

essential Keys for the S3 € 

Tower). Approach the F 

ramp and press ® 

to descend. 


The chest contains the Bone Key, which you'll need to finish 
the level, so pick it up, then head back through the painting 
to the hallway you were just in. Go to the end of the hallway 
(Alaron's right as he exits the bedroom) and pass through the 
door to enter another hallway. This one has a pack of Zombies 
pacing the floor, and the exit door is at the bottom of a ramp 
Defeat the Zombies, ■ |S> 

approach the ramp, 
and press ® to 
descend. hH 


At the bottom of the ramp, go left and follow the checkered 
tile pathway to a white door. Go through the door to find 
yourself on the same tile path, floating in the middle of the 
sky. Continue down the path, keeping left. Halfway along it is 
an invisible pathway to the left. (You can't fall off the tile path, 

. ^ so don't worry about 

that w ^ en y° u re look- 
4 ing for the invisible 

one.) Run to the end 
of the invisible path¬ 
way and press ®. You 
enter a semi- 

pgjpBj portraits on the 

walls and water on 


The ramp ends at a small room with two doors that have flarr* 
ing skulls above them. Choose the one closest to the entranc- 
(the leftmost one, as you face them), which takes you to a 
small corridor with two portraits of a woman on the walls. 
Walk to the opposite end of the room and go through the 
door. In the next room, take the door at the end of the left 
■■■ - / g i ■ — i wall (the one oppcs 

the stack of crates). 


Turn left from where you entered the room and face the por 
trait with water flowing from it. Press ® to be transported 
into a fiery room with Hellhounds immediately to your left. 
Sneak around the Hellhounds unless you have strong protec¬ 
tion against Elemental 
magic, because their 
Dragon Flames can 
quickly destroy your 
party. Take the ramp 
to the left of the 
entrance all the way 
down to the white 

door the '' r ^ 

skipping the first pas¬ 
sageway to the left. 

Enter the door. _ i _ 
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Act four: Ccrminor and $bamsuk’$ Cower 


Take the descending ramp past the Stone Golems in the next 
room, follow the ramp down, and take the second door to the 
right (It's purple, with gold handles that look like an X). Run to 
the end of the next room, a short hallway with a door similar 
to the purple one at the end, and open it to enter the Bone 
Room Maze, tn the Maze is a Minotaur Lord with the Blood 
Key to the Tower, some Potions and Spice, and some other 
treasure lying around. You have the Bone and Black Keys, and 
& —~ i you need the Blood 

Key to finish the level, 
so be sure to find and 
kill the Minotaur Lord. 
The Maze might seem 
i U confusing, but there is 

secret dwarf on |y one exit besides 

the door you entered 

✓ through; it's located 
on the Maze's 
western wall. 


This next room, a laboratory from the looks of it, is a little 
tricky. After entering, walk straight ahead exactly 13 steps, 
turn left, walk up to the wall, and press ®. ff monsters inter¬ 
rupt you, defeat them, return to the entrance, and start over, 
ff you've done it properly, you should enter a large circular 
room with a fire in the middle and an enormous Earth 
Elemental pacing around. Run directly across the room to the 
large portrait of the i ~~ 

woman and press ® 
to enter another 
magic laboratory. 


Tie exit from this room is the downward ramp with the ornate 
: yeball over it. Press ® at the head of the ramp to enter a 
Tiall hexagonal room with Plague Zombies in it. Fight them if 
*ou wish, then exit the room through the door opposite the 
r>e you entered through. You'll be in another hexagonal room 
Tth a booby-trapped chest and a statue of a woman in the 
renter. In the chest is a Helm of Charisma. Exit through the 
:oor the statue faces; there are portraits of demons to either 
&— — I side of it, and the 

one to the left is 
upside down. 


Exiting the maze takes you into a warped hallway guarded by 
Plague Zombies. Run to the end of the half, to the floral-pat¬ 
terned door, and enter the next room—a hallway with a blue 
zigzag pattern on the floor. Run left to the end of the hallway, 
which is guarded by Wraiths, and go through the door. In the 
circular room you enter, head down the ramp and press ® 
at the end of it. & — 

Continue running 
down the ramp and 
enter the first door 

handles). [ 


This brings you to a short hallway with a psychedelic doorway 
at the end. Enter the doorway by pressing and press ® 
repeatedly as you follow along the left wall (it's quite a hike) 
until you discover a secret door It takes you to a very short 
hallway, at the end of which is a door. Go through the door to 
enter another circular hallway patrolled by Wraiths. Again, 
press ® while running along the interior wall of the circle to 

_ ^ j find a secret door. 

You appear in another 
small hallway with a 
door at the other 
H end. Walk through 
that door. 


the next room is another statue—a man holding a staff. In 
e trapped chest next to it is Breklor's Firestaff. Exit through 
e door that the statue's left hand and staff point toward; 
xi enter a corridor with Giant Skeletons, Halfway down, on 
e left, is a hidden door. Press ® while walking along the wall 
discover it and i . ~~ ~ 

iass through. WMk .ill 
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This takes you to a small circular room 
a co j umn 0 f energy in the middle and a 
Wight guarding it. Defeat the Wight, then stand in the center 
of the energy column. Leave the column and backtrack to the 

outer ring of the psy- _ & -- 

cbedetic level. Walk 

along the outer edge 

of the hall this time, 

pressing ® until you 

come to a secret door LMH 

(it's a panel of slightly H • * cret<taDrt 

different psychedelic IBB y m ^ 

colors). As you walk I ^ ^ 

through this door, a 

cutscene plays. 


The right Portal is not functioning. The left one takes you 
directly to Oriana J s Hut and into combat with Shamsuk, so r - 
sure you've properly equipped and healed your characters 
before stepping through. Once you do r a cutscene plays. 
Rheda tries to talk Alaron out of attacking Shamsuk, but 
Alaron's having none of it. Shamsuk appears and fells Afaror 
that his schemes were designed to keep Chaos from using 
Alaron's Wilding powers to destroy the world. He then asks 
Alaron to join forces with him to drive back Rabisat, but any 
hope he might have —- ■ 

had of Alaron joining 
him is dashed when 
Shamsuk tells Alaron 
that he killed Oriana. 

Worse, he reveals that . ^~ 

she was Alaron r s ^ f 

mother. Alaron snaps, 

and a fight begins. 


The party appears on a subterranean ledge with an enormous 
stone hand extending from it. Niesen marvels at the party's 
ability to get so far into the Tower, then reveals that the curse 
is much stronger here and says he's going to die somewhere 
inside the Tower Alaron argues with him in vain. Niesen 
thanks Rheda for trying to save him, and she encourages him 
to not give up hope. A flame-covered Demon shows up to 
destroy the party, but Niesen has one spell that can defeat 
him. He tells the others not to follow him and asks Alaron to 

—- | take care of Rheda for 
him. Then he ascends 
the stone hand to 
fight the Demon. 

They kill each other, 

A 'WL S' :J and the party is free 

TtS# m W ^ S Tl to exit. 


you’ve hurtbinu f don’t deny that. 
But now Sbamauft Wilt wont to bun 
WJ back. He'll wont to get even. 


Shamsuk is a powerful Necromantic Wizard with Wraiths by 
his side, so ensure that Rheda makes good use of her anth 
Necromancy spells. Your characters should be strong enough 
to withstand a Qood deal of punishment from the Plague 
^ i Zombies, Giant 

Skeletons, and 
'1 Wraiths 


accompanying 
Shamsuk, so use one 
or two characters to 
fight off the 
monsters while the 
others attack the 
Necromancer himself 


Run up the hand and press ® when you reach the palm. The 
party is transported to another subterranean platform with 
two Portals at the other end of it. Run toward the Portals, and 
a cutscene featuring the Jester from Port Saiid will play. The 
Jester tells the party his real name, Farris, and then admits to 
helping Shamsuk. He didn't want to, but Shamsuk was too 
powerful to oppose, so he took on the role of the fool to hide 
his secrets from Shamsuk. After Rheda expresses her disbelief, 
Farris tells Alaron that ■ - - — 

Shamsuk is menacing 
Oriana. Alaron has the 
option to include 
Farris in the party; it's 
a good idea to bring „ 

him, now that you're pf r 

now short*a 

member. 


After you defeat Shamsuk, another cutscene plays. Alaron 
calls for Farris, who turns up with the Necromancer's Staff in 
hand and refuses to give it to Alaron because he's afraid of 
what the 


squire s 
uncontrollable magic 
might do with it. He 
also tells Alaron that, 
with Shamsuk out of 
the way, Rabisat will 
send her entire army 
to get Alaron. With 
that, he departs, staff 
in hand. 
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Enemies 


■ Air Elemental 

* Chaos Spell weaver 

• Gryphon 

* Skeleton 

• Barrow Guardians: 

* Chaos Stormcr 

* Hellhound 

* Skeleton Archer 

Hchrooz, Masim, Golnar, 

* Chaos Warrior 

* Large Scorpion 

* Stone Golem 

Mehrdad, Shatrevar, 

* Dust Devil 

• Lava Hound 

* Water Elemental 

Ksathra, Assim 

* Earth Elemental 

* Ltigash, the Undead King 

* Wight 

• Chaos Lieutenant 

* Fire Elemental 

* Blague Zombie 

* Wraith 

* Chaos Sea tit 

* Giant Golem 

* Salamander 

* Zombie 

• Chaos Sorcerer 

* Giant Scorpion 

* Sand Worm 
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Act fm: Crossing tbe Desert 



^ntry on his fight with Shamsu 
;iings to the hope that Oriana 
5 empty. Return to i 
he Gisin Portal (the 
hrst one you discov¬ 
ered back in Act One), 
press ® while stand- 
og under it, and the « 
party is instantly 
transported to the 
uins of Shamsuk's — 

"ower, now just a pile 
of rubble with a Portal 
sitting atop it. - 


member due to Niesen's death and 


touTe short a party 
-arris's departure, so head back to Terminor and go to the 
Staggering Ogre inn* Not only do you find Keelin and Arturo 
stilt waiting patiently for you, you also encounter two new 
playable characters: Baird the Warrior Poet and Donovan the 
stuck-on-himself Swashbuckler* Baird makes a good replace- 
^ i ment for Arturo, and 

Donovan makes a 
good replacement for 
Rheda, so go ahead 
. and add them to the 

V *'* equipment and train- 

|lf ^ SPB ing as necessary then 

^ leave Terminor via the 
I * \ front gate. 


some Trolls guarding it, as Trolls are wont to do. Defeat them 
mS continue, southeast. The green grass of the terrain gradu- 
ally shifts to the gray ^ 

come to a magical 

i i i tusume* of course* tf>nt your 

□lue barrier: the I pmntwot tn&M wm aions the 

I V3" ahiniTiapothof truth* honorond 

.undar Gate* I * j rishteousn™* 



mx 


t3)t 


Press <5 at the Jundar Gate to begin a cutscene dialogue with 
the Guardian of the Gate. The Guardian forbids Alaron 
entrance to the Jundar kingdom unless he can answer the 
Guardian's riddle* If you wooed Pandara in the Dryad Forest, 
you can consult her via Pandara's Amulet. If you give an incor¬ 
rect answer to the Guardian, it will unleash Fire, Air, Earth, and 



Water Elemental, 
which your party must 
defeat before you can 
try the riddle again. 


The proper responses to the riddle are: 


1. then sav vouu 
mtVMcT 

2. J r rnxti some lime 
to think. queAL 
junftAR spmiL..." 

a . “thene is one gift 
lhAt’s you us AnO 
you us Alone “ 
a. “something else... 
s. “i know my queAi- 
est gift." 



Once you've answered the riddle, the Guardian lets you pass 
and wishes you luck in LJgarit, which is farther southeast of the 
Gate. A short distance past the gate, Alaron runs into the 
wandering Spirit again. The conversation is very similar to the 
others they've had* Continue southeast toward Ugarit; refer to 
the map to stay on course. After you cross a long land bridge, 



you see an enormous 
black and purple 
structure. This is 
Ugarit. Keep running 
toward it and enter 
through the front 
gate, a black pulsating 
doorway* 
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Moving southwest from Shop A, the party will pass by the tol 

lowing doorways, in this order: an unoccupied shop to the 

south, an unoccupied shop to the north, an unoccupied shop t 

the southeast, an unoccupied shop to the northwest, the main 

gate to Ugarit to the 

west, an unoccupied 

shop to the south- |jk 

west, an unoccupied 

shop to the northeast, 

an unoccupied shop -1 4 

to the southwest, 
stairs leading down to 
Ugarit's middle level 

to the north, and Fk \ 

stairs leading up to [Va^ t 

the Inn to the east. ^ . 


is the city of the Jundar, a magical race with blue skin. 

not accustomed to seeing humans in their city. 


The Jundar are . 
rut that doesn't keep them from selling a good deal of equip 

__- - — i ment and training, 

if the hospitality 


even 
leaves a bit to be 
desired. Ugarit is 
divided into three lev 
els. The entrance to 
the city is on the 
upper level. 


The downward stairs near the Inn bring you to Ugarit r s middle 
level, which is slightly more happening than the upper level. 
To the southeast of the stairs on the middle level is Shop B. 
Walking around the middle level in a northerly direction, you 
will pass (in this order): an unoccupied shop to the northeast, 

_ ^ Shop C to the south- 

fVK ^ west, stairs leading to 

jgi^ ’ the lower level to the 
east, an unoccupied 
shop to the west, an 
"l JJ ~ir ^ unoccupied shop to 

the nort ^ wGstp 
the Library at the 

^ | extreme northeast 

j . 5j / - end of the city's mid- 

-I die level. 


Shop A, which is only open during the day, is at the extreme 
northeast end of Ugarit r s upper level. Pressing ® next to a 
crate near the back left wall of the shop reveals a tunnel to ; 
secret passage out of Ugarit. The tunnel also holds three 
booby-trapped chests. The first holds a Defense Potion, 
Gemstones, and Gold. The second holds Curing Potions, 
Stealth Potions, and a Web of Starlight Wand. The third con 
tains a Phantom _ m 

Cloak, Leather Boots, 

Gemstones, and Gold. L t} 


Shop As shopkeeper sells Fir6 Flasks, 
Stealth Potions, Poison Darts, l antos, Cloth 
Armor, and L eather Armor. He can train chai 
aeters in Merchant (Rank y)„ Stealth (Rank c j) 
and Thief (Rank it>). 


sells Battle Axes, Broadswords, Enchanted 


Shop C’s shopkeeper 
Blades, Great Axes, Great Swords, ke Stilettos, Mares, Mauls, 
Poleaxes, Sabres, Scythes, Staffs, and Swords of Might. She can 
train characters in Merchant (Rank 8), Halted ( Rank to), Pole 
(Rank io>, Sword (Rank io), and Shield (Rank 7 )- 


Shop D*s shopkeeper sells Leather Cloaks, jundar Gauntlets, 
Plate Gauntlets, Boots of Adamant, Leather Boots, Woodsman's 
Boots, Mercenary Belts, Cloth Armor, Jundar Leather, Leather 
Armor, Beast Hides, and Hellhound Hides. She can train 
characters in Diplomat (Rank io), Merchant (Rank 8), and 
Ranger (Rank 8% 
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The Library has three colored beams of light, similar to the 
light emitted from Portals. Standing in the blue beam and 
pressing ® takes you to a subterranean room with three 
books open on pedestals: Letters and Treaties, Thoughts on 
Lesser Races, and Beneath the Barrow's Stones. The red beam 
takes you to a room with three more books: The £xp/o/ts of 
Zaratas, Betrayal in the Darkling Hills , and FLES VM ROF.„ 
The purple beam takes you to yet another room with three 
books: A Strange Old Journal f The Book of Spirit, and The 
Book of Songs. There is also a Jundar woman in this room 
who sells Acid Bolt Scrolls, Brilliance Scrolls, Control 
Zombie Scrolls, Solar Wrath Scrolls, and Helms of 
Wisdom. She can train your characters in 
Loremaster (Rank 10), Merchant {Rank 8), ^ 

and Wizard (Rank 3). 


Taking the stairs from the middle level brings Alaron and 
company to the lower level. To the north is Shop E (you have 
to go through three rooms before you find the shopkeeper 
to the northeast is a golden sculpture, to the east is the 
Palace, to the,south¬ 
east is an unoccupied 
shop, and to the 
south is a garden. 




if 

•ifcl 

£V 4 

note 


Shop E’s shopkeeper sells Web of 
Starlight Wands, Dispel Elemental, 
Frozen Doom, Stellar Gravity, Vs, 
Elemental, and Web of Starlight 
Scrolls, She can train characters in 
Merchant (Rank y) and W'izard 
(Rank io). 


After reading the 

books, pieces of a story begin to come togeth¬ 
er Zaratas is a Jundar war hero who some¬ 
how tamed a Giant Red Serpent (a Dragon?) 
in the desert. Also, in an area called the 
Barrow lie the bones of a Jundar gener¬ 
al named Lugash, and a magical Horn 

is supposed to be buried near him. Finally, from the cryptic 
FLES MV HOF book ("FOR MY SELF"), Alaron deduces that he 
must find a wizard in 
Maxxen to join his 
Spirit to his body. 



ifi 


Enter the Palace and head all the way 
the blue pathway, A cutscene audience 
with the Jundar Emperor, Zaratas, begins 
Alaron explains his situation to Zaratas, who s 
horrified that the unnamed Alaron came to 
Ugarit. Zaratas cannot name Alaron; only the 
Dragon Rooughab can do that, Alaron needs 
to find the Golden Horn of Kynon and pla> 
it for Rooughah, The Horn is in the Banw 
v which is west of Ugarit, and Zaratas telb 
Alaron to avoid Maxxen on the way over. He will have to 
defeat seven guardians and then fight an undead king to ge~ 
the Horn. When Alaron gets the Horn, he's to return with it tc 
Zaratas. Zaratas also tells Alaron to visit a nearby human he' 
mit. He lives in a 
canyon to the north¬ 
west and is cared for 
Sholeh, a Jundar 
woman. 
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Jlct five: Crossing tbe Desert 




conversation with Zaratas, equip your party, train 
pessary, and exit Ugarit through the main gate, 
iwest past the skeleton of the giant beast that's 
I in the sand, and then go almost true north {slightly 
i until you come to a gap in the northern rock wall 
pens into a downward passage guarded by 
After defeating the Gryphons, run down the path 
thwest until you arrive at the bottom of the canyon, 

_ t _ _ then head in a gener- 

ally southern direction 

It, jiM a,on 9 cavern ftoor - 

At any forks in the 

rood, bear to the right 

H and keep going. 


ises Zaratas of treachery for telling Alaron not to go 
>, because the only weapon that can defeat Lugash 
>rd of Lodin, found in the well at the Maxxen ruins at 
f the canyon you're in* Follow the well to the bottom 
the hidden door to find the Key, Use the Key to 

_ open a second hidden 

door Once you have 
finished your conver¬ 
sation with Zaratas, he 
will train your party in 
„ Merchant (Rank 7) and 
Shield (Rank 10). 


Side Quest; Hellhound Ca»e 


TlmnJi me mrt. boy. Jitst ajccmU 
Succeed in your Ytmx must 

recover the hom from Luafiish* 


characters, continue southwest 
I of it is a deep pit with a narrow 
he path all the way to the bottom, 
j a locked door to the north. This is 
Lodin's tomb. You will need a charac- 
On the other 


After Fyrsil has trained your 
down the cavern. At the er 
path leading down. Follow 
At the bottom of the pit is 
the entrance to Maxxen, L, 
ter with a Thief skill of at least Rank 8 to open it 
side of the door is a hallway guarded by Giant Skeletons and 
Plague Zombies. | ^ 

At the end of the 
hallway are three 
doors. Pick the lock 
on the left one and 

head through it. JJ ... 


I’m Aftew the 
kynon hcinii/ 

H 6o you know how 
to e,et me a tuue 
mm el" 

'teach me." 
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it. 4 mm Poilois, km. Mm, Steam) Mm 
% Godin's KiV 

i£ -Kunndi ftiiMS. StcaKt Prions 
* Bciiuifer wilh Eodin's filrcsf 


=tocd Boor 

Social Door (M Codins H:y 
lo &pen> 


fciitrait^ txii 


Run through the short hallway and open the door at the end 
of rt. You appear at the end of another hallway that runs to 
the right and is guarded by Skeleton Archers, In the booby- 
trapped chest at the far end of the hall are Healing and 
Curing Potions. Pick the lock on the door next to the chest to 
enter the next hallway, which is guarded by Wights and Giant 
Skeletons. In the chest in the middle of the hall is Lodin‘s Key. 
Get it, and then backtrack to the hall with the three doors. 

Use your best Thief to 
disarm the trap on the 
center door, and 
Alaron will automati¬ 
cally use Lodin's Key 
to open it. 


A cutscene plays when the door is open. The ghost of Lodin 
cries out that Lugash is on the march, and he calls for his 
sword and armor. 

Alaron tells him those 
days are past, and 
Lodin gives Alaron his 
Sword, (which he calls 
Fate) to fight Lugash. 


& 


Leave Maxxen and climb out of the pit the same way you 
descended into it. Backtrack north out of the canyon and sia 
to the right at any forks in the road. You should wind up at 
the top of the path leading into the cavern— the one that w:- 

guarded by Gryphon 
when you first found 
it. Head southwest. 
Keep heading past 
the first land bridge 
you see to the north 
and take the seconc 
one, which is only a 
short distance past 
the first. 
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Act five: Crossing tbe Desert 


Barrow Ulortbun >iud 

w n 


1 

rv 


^ . I 


Continue north, through the path between two large hills. 
Once you pass the hills, turn left and run west until you reach 
a stony rock wall. Turn left at the wall and run south, parallel 
to the wall, and follow the wall as it curves west. A goblet- 


shaped mesa appears 
before you, in an 
expanse of blackened 
land. Run to the 
northwest, and a 
cutscene automatically 
plays as you approach 
the Barrow. 


_ 

map 5 4 


Mn 

■fan of Kviwn 

■Harrow Guardians' trvptt, m ite order 

von must open leg 


Barrow (ixuiixrn 


v toiler and conhtt fift 
r M 01 Onudoc Spies, fad 


g M\H Potions, Resior* Noa< 
Sum N«s.S(*wicrfla 
Beatsim Sapphire &ra$ f Bold 
% Control Zombi* terik Sptto, Bold 


^ -Dragon stains, in too order pi mm fa 

Mm Guardians gills in ttw*. 
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After giving a gift to each of the seven Dragons, return to the 

Barrow via the hole on the north side of the Burrow mound. 

Descend the stairs leading south from the wall of black marble 
— - ■ — i in the Barrow and go 

through the door at 
the bottom. Walk 

^ ^ 1 - - clockwise along the 

spiral path until you 

* M j mrr n » come to an open area 

“I W where Lugash stands. 

Approach him, and a 
- it| cutscene begins, 

m which leads into com¬ 

bat with Lugash. 


Approach the Barrow mound. There 
are seven boulders, each with a different 
rune in front of them, scattered around the 
nrround. These are the Keystones for each of Lugash's Barrow 
Guardians. Standing on a rune and pressing ® unlocks that 
Guardian's Keystone; the boulder rises into the air, and you 
can confront the cor¬ 
responding Barrow 
Guardian in the 
Barrow below to take 
the gift that Lugash 
gave him. Remember: 

To unlock Lugash's 
lair, you must get a 
gift from each of the 
seven Guardians 


WelL There it is. 


Lugash is immune to all attacks except Lodin's Sword, so use 
other party members to cast defensive magic and heal each 
other. It's a pretty easy fight, and when it's over, the party 
gets some nice goodies, such as the Staff of Lugash and Royal 
Platemail. The gate to the room adjacent to the one in which 
you fought Lugash opens. Enter the room to find three treas¬ 
ure chests. One contains a Bow of Thunder, Spice, and Gold. 
One contains Healing, ! ■■■■■- A — 

Restore, and Stealth 
Potions, a 
Spellbreaker Axe, 

Herbs, a Sapphire 

Gem, and Gold. The „ w \ ' 

other contains a f 

Control Zombie Scroll, L*-** %tmm ' 
a Witch Ring, j ;" . % /j J 

Gemstones, and Gold. 


To enter the Barrow, stand on one of the holes in the ground 
on the Barrow's north side and press ®. Once in the Barrow, 
locate the crypt with the same rune in front of it as the 
Keystone boulder you just opened and press ® to enter into 
combat with that Barrow Guardian. Once you defeat the 
Guardian, return to the Barrow surface and activate the next 
Keystone. The Keystones can only be activated at night, and 
in a specific order (see map): Behrooz (the Spiritdrake Helm), 

^ Fang), Mehrdad (the 

Stardrake Aegis), 

„ L Shatrevar (the 

*** . <Z ' Magedrake Ring), 

|t ' * Ksathra (the 

Nightdrake Mantle), 
and Assim (the 

>25' Irondrake Plate). 


In the southeast corner of the Barrow is 
the Horn of Kynon. Approach it, and 
Alaron automatically picks it up. With 
the Horn in hand, exit the Barrow. 

Head southeast along the path you 
took to the Barrow to return to Ugarit. 


The Guardians are very easy to defeat, especially if Alaron has 
Lodin's Sword, and their gifts appear as treasure items after 
you defeat them. Once you have all seven gifts, exit the 
Barrow and enter through one of the holes on the south side 
of the Barrow mound. This brings you to a large square crypt. 
Seven dragon plaques - - _ ~ 

hang along the west¬ 
ern wall, each with m 

one of the seven 
runes in front of it. 

Stand on each rune J L 

and press ® to give < y 
the appropriate 

Barrow Guardian gift Lah ^ m > 

to the Dragon on the 
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Your characters head into what appears to be a battle situa¬ 
tion. As the Spirit moves closer, they become ensnared in the 
vortex of the shadow. Keep skipping their turns with CD unti 
the Spirit moves close enough to touch Alaron. Alaron blacks 
out and a cutscene plays, flashing back to the Goblin raid that 
interrupted Alaron's naming ceremony as a baby. The spirit 
and Alaron finally join. - 

Alaron wakes up to a 
concerned Brenna l. 1 

looking down at him. 

He tells her that for 

the first time since the : 7 d... W&m 

quest began, he feels 5 ' \ “%■ 

complete, though he 

still lacks a True „ H 

Name. L i W c 


Enemies 


Chaos Mauler 
Chaos Slayer 
Chaos Spell weaver 
Dougal 
Dracovem 
Fire Elemental 


Ftrelord 
Gryphon 
Hellhound 
M anticore 
Minotaur 
Minotaur Lord 


Once you've returned to Ugarit, head directly to the Palace 
and speak with Zaratas in the throne room. Zaratas praises 
Alaron for his bravery. He tells the story of how the Jundar 
became separated from the great red Dragon Rooughah and 
says that, with Alaron's recovery of the Horn of Kynon r the 
Jundar's dark days ■ — & —— ■ 

might be at an end. 

He also tells Alaron to [Mfcw fli *** 

go to the Dragon, * 

who lies deep in the 

caverns of Erromon, 1 

show him Lodin's I IE 

Sword and the Horn 

of Kynon, ask i i 1 

Rooughah for his True ■ £ I 

Name. 


Continue to Erromon. You can either hoof it the entire way or 
use the Portal in the ruins of Shamsuk's Tower to transport to 
Oisin forest and walk from there. If you stop in Terminor on 
your way to Erromon, you find Dougal at the Staggering Ogre 
Inn. He's a well-rounded Wizard, Thief, and Warrior; best of 
all, he doesn't wear purple armor, so you might consider 
■ ^ —- » replacing Donovan 

with him. 


Take care of any necessary business in Ugarit, then head 
northwest out of town until you reach the Jundar Gate, Along 
the way, you encounter a Jundar traveler who tells you that 
the forces of Chaos are on the move. Immediately past the 
Jundar Gate is Alaron's wandering Spirit. Enter into conversa- 

i -- rt i tion with it; it doesn't 

matter what you 
choose, because the 
. W + conversation ulti- 

» * Wlflm L'i mately comes down 

^ * to Alaron joining 


Let us be and 
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Act Six: Return to trromon 


map 6-i 


« Sircwth Potion 

2 Curuw Rot tens. Stealth Potions. Strath f*otion 
■ OMre Scroll, fettstwes, (foW 
i Reflection HcH 


25 ('urina Potions. Realm Potions. 

Starlirc Uland. Spke. (fold 
$ t'rusMna Death aland. (fold 
U -flows 01 Realm. ttcastones. 60W 


3 ('urw Potions. Stealth Potions. Spcllhrealicr flxc 
Stars to frromon (exterior) 

Mr tncounier with Roouahab (press ® on ptatiorn 
when you have Draaon Hev> 


Draoon Key. field 




Gotzone meets Alaron at the entrance to Erromon. She says 
that your war against the forces of Chaos is succeeding and 
that Yeraza is waiting for you in the cavern tunnels. Enter the 


cavern through any 
Mirari house. Yeraza is 
in the second long 
tunnel to the south 
just before the two 
shopkeepers. 
Approach her. 










primaaamcs.com 














Alaron asks Yeraza for access to the Dragon. 
Yeraza accuses Alaron of trying to subjugate the Mirari as the 
Jundar did in the past. However, cooler heads prevail, and 
Yeraza offers to help. She is reluctant to enter the Dragon's 
subterranean home, but she unseals the door behind her and 
tells Alaron he may pass. Open the door and take the lowest 
of the three paths on the other side of it. Follow the path 
south, fighting Minotaurs and Minotaur Lords until you reach 

the door at the 
other end. 




The Dragon Key is in a chest in the northernmost alcove of 
the cavern. Get it, and head west through the caverns. You 
must cross a stone bridge guarded by Firelords and run 

through tunnels teer* 
ing with Fire 
Elemental and other 
nasty beasts. 

Continue west until 
you come to a large 
wooden platform. Rlt 
up the ramp onto the 
platform and press § 
Alaron is transported 
to Rooughah's lair. 


* 


If Dougal is in your party when you reach the 
door, a cutscene plays, it turns out that he is 
actually a double agent, loyal to Rabisat, and 
he is wild with desire for the Horn of 
Kynon. He won't give it up, so Alaron 
attacks him, and a battle begins with your 
party versus Dougal and several Chaos Maulers, 
Chaos Slayers, and Chaos Spell weavers. Even if you 
win, you'll still 
be down a 
man. Maybe 
the guy in pur¬ 
ple wasn't so 
bad after all.... 


Rooughah nearly fills the entire room* Approach his 
head and press ® to begin a dialogue. The 
Dragon tells Alaron he is the first of the 
human age of mages and asks him to 
^ play the Horn of Kynon. A cutscene fol¬ 
lows with Alaron playing the Horn. A 
great fire erupts and Alaron demands a 
True Name. The Dragon tells him he knows 
his True Name: Alaron. A huge magical burst 
fills the lair, Rooughah flies away, and Alaron 
returns to the rest of the party in the 
Erromon tunnels. 


mas Official’ @tratcgij Ouibc 


Pass through the door. Speak to one of the many Mirari 
Dragon Servants in the cavern beyond. They try to dissuade 
you from seeing Rooughah. Answer their questions any way 
you like; they will tell 
you only that there is 
a Key to the Dragon's 
chamber. 


Alaron tells the group that it's time to go home. Backtrack out 
of the cavern until you reach the door Alaron entered 
through. Yeraza and Gotzone wait for Alaron on the other 
side. Alaron tells her he has received his True Name and 

thanks Yeraza for her 
help. She tells him he 
is welcome back in 
Erromon any time. 
Gotzone then inter¬ 
rupts and tells Alaron 
that the forces of 
Chaos are gathering 
outside Gwernia for a 
final assault. 
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ENEMIES 


Many high-level monsters creep along the battlements, so be 
prepared for a few scraps. At the top of the stairs, turn left 
and run counterclockwise around the battlements. The first 
monsters you encounter are Chaos Maulers and Chaos Majors. 

- jfa Past them is a 

Marquis backed up by 
Fire Elementals, If you 
have the Marquis 
v , r Amulet, now's the 

L time to use it. 


Chaos Major 
Chaos Mauler 
Chaos Warrior 
Fire Elemental 


Marquis 
Pochangarat 
Prince Sheridan 


After finishing your conversation with Gotzone and 
Yeraza, head north up the main cavern and use the 
Portal that links to the one in Castle Gwernia's basement 
If you chose Dougal for your party and he betrayed you 
in the Dragon's cavern, consider picking up Keelin or 
Arturo (Abrecan, Godric, and Rheda are too weak 



for the challenge at the castle) in Terminor before 

—- i heading to 
' 4. Gwernia. 


After destroying the Marquis and the Fire 
^ Elementals, you find Prince Sheridan. When you 
approach him, Sheridan admits his jealousy of 
Alaron, He also reveals that Phelan took Oriana as 
his lover while Bodeda was dying. Phelan and Oriana 
fathered Alaron, who became his favored son. Sheridan 
then confesses that he J s been in league with Rabisat the 
whole time and that 
he turned over 
Phelan to 
Pochangarat, who 
1 is killing the King 
b as they speak. 


I Strength Potion 

_ 

f D ef ease P at \ or. 
\ Whltcf ire 
w m imiir ■* 

V Control ft€arnui^ 


After you've teleported to / 

Gwernia, climb the 
ladder to the Wizard's 

Tower and run clockwise around the stairs. You 
encounter Gabrion, who tells Alaron that King Phelan 
is in the midst of battle on the castle's upper battle¬ 
ments, After the conversation, continue up the stairs 
and toward the top i — 

level of the castle* I 


The conversation ends, and the party begins 
combat against Sheridan. It's four against 
one, and Sheridan doesn't use magic, but he 
is well armored. If your party has good 
armor and many hit points, the battle should 
—j gt —- i be a walk in the park* 

Surround Sheridan 
and treat him like a 

, . fegggg I pihata until you're 

victorious, then take 
„ Sheridan's Sword as 
5 the spoils of victory. 


I'm SICK of watching that lank 
Kbrecan smtle at you're every 
manucver. |*m SICK of rac ing that 
slob Gabrion stuff you with cookies 
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Jfct Seven: Cbe final Battle 



Immediately after Pochangarat J s death, another cutscene 
plays, Alaron challenges the rest of the forces of Chaos to 
come out, but there are none left, Alaron Is still in a killing 
rage, but Phelan calls out to him, and he calms down instantly. 
Phelan Is dying from wounds suffered during his own battle 
with Pochangarat, but he says his pain is fading now that 
Alaron is there. He tells Alaron that he is his father, and asks 
him to go to Orlana and tell her that he regrets keeping their 
love a secret and that his kingdom is hers. King Phelan asks 
Brenna to bury him beneath the Great Wall of Knights in 


* Immediately after you kill Sheridan 
a cutscene dialogue begins 

between Alaron and 

Pochangarat (whom you will rec- 

* ^ ognize as the huge monster from 
mL Alaron's first vision in Oriana's 

Hut). She tells Alaron that he 
| ruined everything for Chaos 
™ when he took a True Name, 
and that he could have had 
enough power to burn the 
world, but instead settled for 
being merely human. This 
leads to combat with Pochangarat, 


A final cutscene of Alaron's coronation plays, with all of the 
characters and races Alaron encountered in attendance. Ardra 
sets the crown on Alaron's head, and the spirit of Oriana 
appears to give the new king her love. The continent is united 
in peace under the Gwernian flag and the rule of King Alaron, 
and your quest Is r ~~ 

finally complete. I-T~TET~ 


Pochangarat uses lethal Frozen 
Doom and Fireball spells, so be 
sure your party Is protected 

against Star and Elemental magic. Mirror spells are extremely 
handy; even If they don't reflect spells cast on your characters, 
they at least let your characters resist the spell. Physical 
attacks work best against Pochangarat, especially if Alaron 
i- iOj -—i has Lodin's Sword. 





t 
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Appendix A: Skills $ Spells 


Appendix H-. Shills & Spells 


Skills 

Shill Haitic 

Skill Description 

Alchemist 

Lets character create various potions out of Herbs* Spires, and Gemstones 

Diploma! 

Increases chance of getting useful information from conversation with nlher characters 

t lealer 

Lets character heal others with laying on Hands oe sell and others by 1 lending with Herbs 

Lorcmaster 

Increases likelihood of finding useful information in libraries ipress ® near bookshelf) 

m?MIClril) 

GBarackr m iidcci dud disarn Praps on (Bars and vbesis and make aimer irom hcasi links 

Merchant 

T he higher the Skill Rank, the lower the prices for purchased items 

Ranger 

Increases amount of 1 lerbs, firms, and Spice harvested and decreases chances of ambush during camping 

Stealth 

Decreases chance of detection by monsters, especially when sneaking (press fU while walking) 

Thief 

Lets character climb walls and pick chest and door locks 

Troubadour 

Musical skill; performing during combat improves party's attacks and defenses 

j Warrior 

Improves hit probability and damage and allows lor critical hits with any weapon 

Wizard 

Lets character learn and cast spells 

1 lafted 'Weapon Ski]]) 

Lets character equip AxciaidQfllw____ 

Missile (Weapon Skill) 

Lets character equip Bows 

Pule (Weapon Skill) 

Lets character equip Javelins, Staffs, and other pofe weapoiai 

Shield (Weapon Skill) 

Lees character eq u ip Shields 

Sword (Weapon Skill} 

Lets character equip .Swords and Knives 

Thrown (Weapon Skill) 

Lets character equip Throwing Daggers and other thrown weapons 







Spells 







Spull Dame 

School 

min. 

UJiztinl 

Hank 

Damage 

FdililC 

Description 

Restrictions 

sc 

tern 

JFispeef 

Cartel 

Cype 

{/omponcHt 

XP 

IKahis 

Air Shield 

Elemental 

• 

o 

5m/Rank 

All friendly character within range 
add i /Rank to Armor value 

— 

6 

Solar 

Whole 

Party 

Spice 

400 

Control 

Elemental* 

Elemental 


0 

tm/Rank 

Caster gains control of one 

Elemental within range to use 
against other monsters 


JO 

Solar 

Single 

Spice 

Ho 

Debilitation 

Elemental 

2 

0 

im/Rank 

Target loses 2 PS/Rank of spell 


6 

Solar 

t/Rank 

1 lerb 

400 

Dragon 

flames 

Elemental 

2 

2 

im/Rank 

Target struck with magical fid me 

— 

6 

Solar 

t/Rank 

Spice 

500 

Earth Smile 

Elemental 

2 

0 

im/Rank 

Strikes target with large chunk 
of earth 

Human-sized target 
or smaller 

to 

Solar 

Single 

Gemstone 

JOO 

Fireball 

Elemental 

5 

i/Rank 

jm/Rank 

Caster fires ball of flame at target 


15 

Solar 

t/Rank 

Gemstone 

900 

Immolation 

Elemental 

4 

r 

im/Rank 

Target catches on fire and takes 
r-6 points of damage per round 
until spell expires 


8 

Solar 

Single 

Spice 

650 

Lightning 

Elemental 

m 

i 

2 m/Rank 

Target hit by bu(t of lightning 

--T ; ; . 

J 

Lunar 

j/Rank 

Gemstone 

fOO 

Neutralize 

Poison 

Elemental 

t 

0 

im/Rank 

Neutralizes effects of poison 

— 

4 

Solar 

Single 

Herb 

150 

Strength 

Elemental 

i 

o 

im/Rank 

Target gains z PS /Rank of spell 


7 

Solar 

i/Rank 

Herb 

200 

Wind 

Elemental 

4 

2 

>m/kank 

Dispels fog and damages one target 


7 

Solar 

Single 

Herb 

Ho 

Banishing 

Elemental® 

Naming 

4 

O 

im/Rank 

Banishes (destroys) one Elemental 

— 

15 

Neutral 

Single 

Gemstone 

500 

Brilliance 

Naming 

X 

Q 

cm/Rank 

Target gains i I N/Rank of spell 


6 

Lunar 

l/Rank 

Gemstone 

400 

Charming 

Naming 

J 

a 

im/Rank 

Caster gains control over target 

Target must have 
a True Name 

6 

Sobt 

Single 

Gemstone 

600 

Control 
j Manquis 

Naming 

J 

o 

rm/Rank 

Caster gains control of one Marquis 


io 

Lunar 

Single 

Gemstone 

500 

Endurance 

Naming 

2 

0 

i m/Rank 

Target gains i HN/Rank of spell 

SHHKI 

6 

Solar 

t/Rank 

Spice 

400 

Sense Aura 

Naming 

J 

0 

tm/Rank 

Target reveals current stats; higher 

Spell Ranks reveal more information 

— 

7 

Lunar 

Single 

Herb 

250 


X^mg 

l 

0 

im/Rank 

Target loses i IN/Rank of spell 

— 

6 

Lunar 

t/Rank 

Herb 

400 
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Spell Hamc 

mm. 
(Uizard 
School Ranh 

Damage 

Range 

Description 

Restrictions 

$c 

Cost 

Aspect 

tm 

Component 

XP 

Bonus 

[deportation 

Naming 

8 

O 

im/ Rank 

Caster teleports to chosen spot on 
halt k field 

— 

10 

Neutral 

Caster 

Gem stone 

700 




5 H 

r« 1 



g 

1 Ttn:ir 



400 

Wdute^ 

Naming 

z 

0 

im/Rank 

target loses 1 I 1 N/Rank m spell 



■ 




Acid Boh 

Necromancy 

4 

i 

im/Rank 

hires acid at target; target takes 

1 -6 points of damage per round until 
spell expires 


8 

Lunar 

Single 

Spice 


Aura of Death 

Necromancy 

4 

o 

Entire 

Battlefield 

Reduces morale of Solar-aspectcd 
characters, causing them to flee 

Only vs. Solar 

5 

Lunar 

All 

Enemies 

Spice 

400 

Cheat Death 

Necromancy 

6 

0 

im/Rank 

If dealt a killing blow, target is 
restored to life with a lew BN points 

Target must have 
a True Name 

to 

Solar 

Single 

Gemstone 

moo 

Cun trul 
Zombies 

Necromancy 

3 

0 

rm/ftank 

Caster gains control of one Zombie 

— 

IQ 

Lunar 

Single 

Herb 

500 

Crushing 

Death 

Necromancy 

7 

7 

mt/Katik 

A ghostly hand crushes target's heart 

Human-sized 
target or smaller 

ts 

Neutral 

Single 

Spice 

yoo 


Necromancy 

1 

0 

im/Rank 

Changes day to night (affecting 

— 

6 

Lunar 

— 

Gemstone 

400 






Solar-aspecled characters) 







Exhaustion 

Necromancy 

z 

0 

im/Rank 

target loses 2 ST/ftank of spell 

— 

6 

Solar 

1 /Rank 

Gemstone 

400 

Haste 

Necromancy 

4 

0 

.im/Rank 

All targets'' movement increased by 

2/Rank of spell 

IjK mp. 2 |pt % 

5 

Neutral 

Entice 

Party 

Spice 

6 ^o 

Spirit Shield 

Necromancy 

3 

0 

jm /Rank 

All allies' Armor increases by r/Rank 
of spell 

“ 

6 

Lunar 

Entire 

Party 

1 lerb 

500 

Stamina 

Necromancy 

z 

Q 

im/Rank 

Target gains 2 ST/Rank of spell 



Lunar 

I/ Rank 

Gemstone 

300 

Tap Stamina 

Necromancy 

3 

0 

3 m/ Rank 

Drains 2 ST/Rank of spell from target 
and adds them to casters ST 

— 

5 

Lunar 

Single 

Spice 

Coo 

Wall id Bones 

Necromancy 

5 

0 

tm/Rauk 

Target is immobilized and cannot take 
any action for duration of spell 

All targets must 
have True Names 

13 

Lunar 

Single 

Herb 

650 

Wraith Touch 

Necromancy 

8 

0 

^m/Rank 

Drains 2-12 points from random 

Stat of target 


2 

Lunar 

t/Rank 

Gemstone 

1000 

Dispd 

Elemental Magi 

Neutral 

c 

' 

Q 

ini/Rank 

Dispels any active Elemental spell 

— 

7 

Neutral 

i / Rank 

Htrb 

300 

Dispel Naming 

Neutral 

1 

0 

im/Rank 

Dispels any active Naming spell 


6 

Neutral 

i/Rank 

Spice 

300 

Dispd 

Necromancy 

Neutral 

Z 

0 

1 m/Rank 

Dispels any active Necromancy spell 


* 

Neutral 

i/Rank 

Gemstone 

300 

Dispel Star 

Neutral 

z 

0 

tm/Rank 

Dispels any active Mar spell 

— 

6 

Neutral 

l/Rank 

Herb 

300 

Mirror 

Neutral 

c 

0 

tm/Rank 

Reflects cast spells back at caster 


to 

Neutral 

Single 

Gemstone 

fioo 

Vs. Elemental 

Neutral 

1 

0 

1 m/ Rank 

Increases resistance to Elemental 
spells by 6 percent/Rank 

— 

5 

Neutral 

1 /Rank 

Gemstone 

300 

Vs, Naming 

Neutral 

1 

O 

im/Rank 

Increases resistance to Naming 
spells by 6 percent /Rank 


5 

Neutral 

1 /Rank 

Spice 

300 

Vs T Necro¬ 
mancy 

Neutral 

t 

0 

tm/Rank 

Increases resistance to Necromancy 
spells by fi percent/ Rank 

— 

3 

Neutral 

i/Rank 

Herb 

300 

Vs. Star 

Neutral 

1 

0 

Im/Rank 

Increases resistance to Star spells 

— 

■i 

Neutral 

t/Rank 

Gemstone 

100 






by percent/ Rank 







Aura of solar 

Wrath 

Star 

4 

o 

Entire 

Battlefield 

Reduces morale of funar-aspected 
enemies, causing them in Hoc 

Only vs. Lunar 

5 

Solar 

All 

Enemies 

Gemstone 

400 ■ 

Clumsiness 

Star 

z 

G 

im/ Rank 

Target loses 2 DX/Rank of spdl 

— 

6 

Lunar 

i/Rank 

Spice 

400 

Dexterity 

Star 

Z 

0 

mi/Rank 

Target gains 2 DX/Rank of spell 

— 

7 

Neutral 

r/Rank 

Herb 

600 

Frozen Doom 

Star 

6 

3 

1 m / Rank 

Target js frozen solid (immobilized) 
for duration of spell 

Human-sized 
target or smaller 

10 

lunar 

Single 

Hub 

750 

1 ight 

Star 

z 

□ 

tm/Rank 

Changes night to day (affecting 
SoEar-aspecfed characters) 

— 

5 

Solar 

— 1 

Spice 

400 

Photo¬ 

synthesis 

Star 

3 

0 

tm/Rank 

Targets regain some XT each round 
fur duration of spell 

Must be day 

8 

Solar 

i/Ronk 

Huh 

*oo 

Shield of 
Starlight 

Star 

3 

0 

tm/Rank 

All allies add 1 / Spell Rank to 

Armor value 


8 

Solar 

Entire 

Party 

Gemstone 

500 






Target's movement rate reduced 
by a/Rank of spell* potentially 
immobile mg target 


g 


Single 

Spice 

400 

Stellar 

Gravity 

Star 

z 

6 

1111/ Rank 





Web of 
Starlight 

Star 

3 

2 

tm/Rank 

l arget ensnared in glow ing web and 
immobilized until it breaks free 
(depending upon target’s PS) 

1 fu man-sized 
tayget or smaller 

10 

Lunar 

Single 

Gemstone 

500 

Whhefire 

Star 

6 

4 

im/Rank 

Target is scared with white lire 

Human-sized 
target or smaller 

II 

Solar 

Single 

Spice 

750 
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Appendix B: Items, Potions, Armor, $ weapons 

Appendix B: 


Items, Potions, Armor, $ Weapons 

' ___— —--—n 

Items 


Dami 

errcct 

RvNjwlreitKiirs 

Amaranth Root 

Lull His Dryad forest Quest, used by Ardra to heal Alnron 


Amulet of Pork 

Resist Physical -100 percent, -5 EN, -1 Warrior 

— 

it .1 rnicr of G wernia 

+1 Diplomat 

Mum have Reran in party 

Bardic Gloves 

■hi Troubadour 

— 


Escape i spell i, +1 Armor 

_ — | 

Belt of Life # 

Cheat Death (spcllk Resist Necromancy too percent, +1 Armor 

— 

Hrli of Teleport 

Teleportation (spell), +1 Armor 

— -i 

Black Kcv 

Opens doors in Sbamsuk’s Tower 

)?: —' 

Blood Kcv 

Opens doors in ShamsukN Tower 

_ ” , * 

Bone Key 

Opens doors in ShamsukN Tower 


Boots of Adamant 

+2 Armor 

_. .* 

Boots of Speed 

Haste (spell), +1 Armor, +-3 DX 

— 

Boots trl Striding 

+; DX 


Bowdens Key 

Unlocks Wizard's Keep room with Trailer nT Sword 

— 

CradawghN Body 

Fulfills truest to find Cradawgh 


Darmatil's Kcv 

Unlocks door to room w ith Daftnath’s Sword 

— 

Ethereal Ring (8) 

45 Armor 


Gem of Sensing 

Sense Aura ^spell] 

Min. t* IN 


Endurance {spell), Ti Healer 


Heart nf Elislu'va i; C . 

Crushing Death ispellk Resist Solar, -5 EN 


t trim nf ( harisma 

Charming (spell), Ti Diplomat 



+5 Armor* Resist Physical ion percent 

— 

1 U-lm of Tempests 

Hdm of Wisdom 

1 ighting fspell), Resist Air ion percent, 1 j Damage, 1 i Armor, 12 War nor 

— __ 

+1 Armor. +5 WL 

t; ;; — 


+A Troubadour 

Min, t8 IN 

fu ndar Gauntlets 

Ti Damage 


Kendall's 1 lat 

+ i Armor,-1 Stealth 


Leather Boots 

+1 Armor 


Leather Cloak 

s Armor 


Letter to Kitarak 

Gives information about Rabisat's plot against Alaron 


Letter to Txoniin 

Required to get Goblin Quest in hrromon 

___ 

Lighthouse Scroll 

Relights Port Naiid l ighthouse flame 


lunar Ring 

+5 Armor __ _ __ _. 

*_ _ ; 

Mandrake 

+i>5 Spell Batterv, +3 W izard 


Marquis’ Amulet 

C lonin >1 M ai\]uis f spel 1 ) 

_— _ _j. 

Mercenary Belt 

+1 Armor 

:: 

Mirari Cloak 

+2 Armor _ __ , 


Moon Gem 

Detect Moon Phase (spellj 

Min, 15 IN 

'trnji-rV IJ intv 

+10 Spell Battery_ _ 


NdllH-* a IV III ^ 

NijEhtdfjke Mantle 

Darkness (spell), +2 Armor, 4 2 Stealth, +5 DX 

•— 

OriauaN Scroll 

Strength (spell)_ 

\ 1 iii. 2 Wizard 

\ttUltPi 

Transports Pandara in Desert Gate if you can't figure out the riddle 


Jr u 11 Util u > - fcilllVliv * 

Phantom f Joak 

+ \ Steal l h ___ 

— 

Plate Gauntlets 

+2 Armor 


Rabis.it s Asp 

T 


Ring of Healing 

Photos vntbests (spell), T? EN 


Rope 

Ca Thkf _ . ^ r ,_ 

Must have a Thief in parly , 

Ah am silk Amulet 

+10 SpeR Battery 


Shield! Amulet 

Protection «. magic. Tip Armor, *3 EX _ 

— 

Spiritdrake I lelm 

Resist Magic too percent, +1 Armor, +% WL 

- 

Stormbreaker 

Dispel hlerotnul 1 spell \ rriwiiw ~rm^ir-M~\r 

Min, 20 IN 

Stormdrake Claws 

Lrghming spell), +1 Armor 

— 

Tinker's Gloves 

4 i DX, 4 i Mechanician 

~_ 

Witch Ring 

+1 Wizard 

Min. 17 IN 

Wizard Hat 

+1> Spd .1 Battery, +1 Wizard ___ 


Wizard s Wand 

4-20 Spell Exiro, +1 Wizard 

Min, 15 IN 

Woodsman's Boots 

42 Ranger 
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Potions 

name 

eicct 

Jkrbs 

Required 

Spices 

Required 

Gemsienes 

Required 

JTIcikitilsi Rank 
Required 

Add Flask 

Continuous damage to target in combat 


2 

3 

5 

Antidote Poison 

Prevents f IP loss due to poison 

2 

} 

- 

3 

Charisma Potion 

Temporary bonus to Diplomat 

• 

2 

J 

2 

Clarity Potion 

Temporary Ison us to Fore master 

- 

3 

|gj| j 

3 

Curing Potion 

Recovers many HP 

3 

2 

— 

3 

Defense Potion 

Temporary bonus to Armor 

n 

- 

2 

2 

Dexterity Potion 

Temporary bonus to DX 

% 

2 

- 

2 

Fire Flask 

Damages targets in combat 

- 

« 

1 

I 

Mealing Potion 

Recovers a Few f IP 

2 


— 

t 

Inferno Flask 

More powerful Fin 1 Flask 

: im d; 

i 

2 

■ 

Restore Potion 

Restores any slats affected by enemy magic 

— 

2 

2 

j 

Sleep G as Potion 

Drains target's ST in combat 

3 

3 


3 

Stamina Potion 

Recovers all ST 

2 

— 

— 

5 

Stealth Potion 

Temporary bonus to Stealth 

3 

2 

- 

2 

Strength Potion 

Temporary bonus to PS 

2 

— 

2 

2 


Shields 

Haute 

Protection 

Defense 

DX ITMifler 

Stealth modifier 

Other Abilities 

Bronze Shield 

+4 

+4 

■3 


— 

Buckler 

+ t 

+2 

— 

— c - 

- 

Chaos Shield 

+8 

+8 

- 

— 

— 

Heater Shield 

+1 

+2 

- 

- 


l loplite Shield 

+5 

+5 

-7 

— 


Jundar Shield 

+4 


-5 


— ^ 

Kite Shield 

+4 

+5 

'4 

— 

— 

Large Shield 

+3 

+4 

-i 


— 

Moon Shield 1 . 

+3 

+6 

-3 

-HO 

— 

Scorpion Shield 

+5 

+5 

-2 

- 

H|H 

Sheridan's Shield 

+4 

+7 

— 

— 

— 

Small Shield 

+ 2 

4-3 

-2 

— 

- 

S lard rake Aegis 

+6 

+8 


- 

Resist Star 100 percent 

Sun Shield ® 

+4 

+6 

-3 

-10 

— 

Tower Shield 

4-5 

+6 

-6 

— 

— 

l urtleshell Shield 

Tj 

4-5 

-4 

- 

- 
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Appendix B.- Tlems, Potions, Armor, $ Weapons 


Armor 


name 

Prercfiien 

DX inccinkr 

Sicairh modifier 

en nwiincr 

Oilier nullifies 

Beast Hide 

+2 

-2 



— r 

Chain mail 

+5 

-2 

*5 

— 

— 

Chans Armor 

+11 

— 

— 

— 

~ 

Chaos Robes 

+ 10 

-t 

— 

— 

“ 

Cloth Armor 

+ 1 

— 

+5 

— 

— 

Darkenhat Hide 

+3 

— 

+20 


— 

Dragon Leather 

+6 

— 

+ 10 

— 

— 

Enchanted Hide 

+4 

-I 

+5 


— 

Enchanted Plate 

+9 

-2 

"*5 

— 

— 

Full PhucmiiJ 

+7 

*3 

-20 

— 

— 

Hellhound Hide 

+4 

'1 

- 

— 

Resist Fire 50 percent 

Idea Scale 

+5 

-2 

■10 

— 

— 

Improved Plate Mail 

+8 

-3 

-20 

— 

— 

Irundrakc Plate Mail 

+to 

— 

— 

+5 


Jundar Leather 

+7 


+ 1 S 

— 

— 

Leather Armor 

+2 

-i 

— 

■■ 

— 

Partial Platcmail 

+6 

-3 

-15 

— 

— 

Pome Scale 

+6 

-2 

'5 

— 

— 

Royal Plat email 

+io 

-5 

-15 

— 

^ _ 

Seale Armor 

+4 

-3 

-5 

— 

— 

Scorpion Scale 

_ +7 

-I 

- 


— 

Sheridan’s Armor 

+10 

-l 

— 

— 

— 

Talewok Mail 

+d 

-l 

— 




Special 

=Lu nar-a speeted 

=Solar-aspected 

notes 

character only 

^ character only 


Ulcapons: Rafted 

name 

mm. ps 

fill Pcrceni 

Damage 

Other 

Rattle Axe 

14 

65 

3 

— 

Blood Axe 

20 

50 

5 

i^^Mmmmid 

Chaos Maui 

*5 

30 

7 

— ___ 

Club 

to 

35 

2 

— 

Chaos Scythe 

* 

50 

3 

Debilitation (spell) 

C yclops Club 

15 

40 

5 

— 

Elishcva’s Scythe 

|H 

40 

4 

Wraith Touch (spell), *5 DX 

Giant Axe 

28 

30 

6 


Great Axe 

19 


4 

- _ _j 

Jester's Mace v (i 

to 


3 

Muddle headed ness (spell), Resist Necromancy 50 percent, ^15 DX 

Lizard King's Axe 

ZZ 

75 

5 

+ 5 EN 

Mace 

16 

55 

3 

mm 

Maul 

*9 

45 

5 

_ — _^^ 

Morningstar 

iS 

55 

4 

— 

Mace of Cilory ® 

20 

75 

5 

Light (spell), l ightning (spell) 

Poleaxe 

18 

45 

4 

— 

Scythe 

is 

45 

4 


Spdibrcaker Axe 

20 

75 

mi 

Mirror (spell), Resist Magic 50 percent. +5 WL 

War Hammer 

>5 

60 

3 

i ~ 
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PruffaVOf^ictaf @tr«tc$i| C?utbe 


Weapons: missile 


Otter mmm €nms 


llamas 


Bow of Acmr.it v 


Air Shield (spell) 


Bow of .Shielding 


Lightning <spelh 


UJ capons: Pole 


Uleapons: Sword 


Otter Jflwnrtes erem 


Darkness (spell), Resist Lunar 100 percent, +j Stealth, +2 DX 


Whitcfirc (spell), Resist Neemmann too percent 


Dragon Flames (spell), Resist Fire 50 percent 


Frozen Doom (spell), Resist Fire -50 percent 


Poison (spell) 


Darkness (spell). Tap Stamina, Spell Battery +15 


Uleapons: thrown 


Other HWlitics Cftecls 


name 

mm. ps 

fill Percent 

Damage 

Cyclops Hurlsiar 

10 

45 

5 

Dart of Distance 

S 

75 

2 

Dragon Fang 

8 

60 

4 

Hatchet 

ll 

30 

3 

javelin 

M 

35 

4 

Manticore Spikes 

— 

m 

3 

Poison Darts 

8 

10 

1 

Throwing Iron 

7 

30 

4 


Dame 

min. PS 

Hii Percent 

Damage 

Broadsword 

1 § 

40 

3 

Dagger 

7 

35 

1 

Dagger of Might 1 

5 

55 

1 

Darmath’s Sword ® 

r? 

n 

5 

Enchanted Blade 

10 

55 

4 

FiTedrake Fang 

10 

65 

6 

Ice Stiletto 

10 

45 

l 

(i tail ins 

# 

40 

t 

Great Sword 

22 

40 

4 

Longsword 

*7 

45 

.1 

Sabre 

to 

45 

2 

Sheridan's Sword 

10 

SO 

5 

Short Sword 

to 

40 

1 

Sword of Might 

tft 

50 

4 

Tamo 

7 

70 

I 

Warfang 

10 

Vi 

4 


name 

rnm. PS 

fill Percent 

Damage 

IMwr Hhlimcs Cffcm 

Archmage's Staff 

K 

70 

5 

Spdi Battery +10 

Breklor’s Firestaff 

8 

55 

3 

Dragon Flames (spell), Resist Fire percent, Spell Battery' +20 

Chaos Staff 

8 

50 

2 

Dispel Elemental (spell). + 15 Spell Battery 

Iron wood Staff 

to 

50 

3 

- 

Pike 

18 

so 

3 


Spear 

15 

fO 

3 

— B 

Staff ofl.ugasb 

1 

100 

2 

Web of Starlight (spell). Stellar Gravity, +30 Spell Battery 
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Appendix €: monsters $ enemies 

Appendix 


monsters & enemies 


Resistance fiit 


tflissih 


Poinis Ualw 


Itta<uc 


Hrradt 


JltfacK 


Scho-ol 


fiS-lOJi 


Heurtsceker Bow, 
Great Bow, or 
Long Bow 

Dragon Fang, 
Throwing Iron, or 
none 

Longsword, Broadsword, Heart seeker Bow 

or Sabre or Long Bow 


Tap Stamina, 

Haste. Darkness, Spirit 
Shield, Wall of Bones 


Enchanted Blade, 
Lungsuord, 
or Broadsword 


&-10 Lunar or Necromancy 
Solar 


Bandit Boss 


Chaos or Neutral Longsword. Broadsword, 
or Sabre 


Bandit. I luman 


Chaos 


Bandit Woodsman 5-13 


Physical (too) 6} 


While fire, 

Frozen Doom, 

Dispel Star 

Whttefirc, 

Frozen Doom, Dispel 
Star. Mirror 


Barrow Guardian 
Assim 


Physical (100k bo 
Magic i*o) 


Chaos Sword 


Barrow Guardian 15 
Bdtrooz 


Phy sical (ioo), bo 
Fire 150) 


Whitcftre, Dragon 
Flames, Frozen Doom, 
Dispel Star 

Frozen Doom, Dispel 
Star, White!ire, 
Darkness 


Firedrake Fang 


Lunar 


Barrow Guardian 
Golnar 


Physical (100) fig * 75 ° 


Chaos Sword 


Lunar 


Barrow Guardian 15 
Ksathra 


Physical fio 

Star {50] 


UTiiiefirc, Frozen 
Doom, Starlight Shield, 
Dispel Star 

Whiteftre, Frozen 
Doom, Dispel Star, 
Lightning 

Whitefire. Dispel Star, 
Frozen Doom 


Chaos Swhrd 


Lunar 


Barrow Guardian 
Mehrdad 


Physical (too) 60 


Chaos Sword 


Lunar 


Barrow Guardian tg 
Nasim 


Phvsical (too) 90 


Barrow Guardian tg 

Shatrevar 


Necromancy 


Lunar 


Neutral 


Lunar 


Chaos 


Neutral 


Boar Tusk 


Boar, Giant 


Debilitation, Vs. Physical {25), ifig 

Elemental, Wall of Magic 115) 

Bones, Whitdire 

Fireball, Stellar Gravity, Solan go) 200 

Immolation, Vs. Naming 


Chaos Death wing 


Chaos Lieutenant 15 


Chaos Fkmeblade 


Lunar 


Chaos Major 


Vs. Elemental, Darkness. Physical (75) DO 

Dragon Flames, Frozen 

Doom 


Lunar 


Chaos Mauler 


Haste 


Chaos Scout 
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Elemental* Water 


Elemental 


Firdord 


Neutral w Chaos 


Goblin Poisoner 


Necromancy 
or Chaos 


r - 

mm wm 


HKOHlCL€ 


ifiHfc FIRST MAGG 


monsters & enemies 


tm\ Espza School 


JF/wj Chaos Slayer 20 Lunar Chaos 


Chaos Sorceror 12 Solar Chaos 

k* 5 «, 


Chaos Spell weaver n Solar Chaos 


Chaos Stormei 11 Solar Chaos 


Chaos Trooper 12 Solar Chaos 


Chaos Warrior to Solar Chaos 


1^1 Cydnps 


n Solar Neutral 


Darkenbat fi Lunar Chaos 


Ij Draco vero 17 Solar Neutral 


Dryad, Female 8 Solar Elemental 


Dryad, Male El Solar Elemental 


Dust Devil 10 Solar Elemental 


Elemental, Air 20 Solar Elemental Air Fist 


Elemental, Barth 20 Solar Neutral 

jz? 

Elemental, Fire zz Solar Elemental 


15 Snlar Elemental Fire Touch 


I'Zb Goblin 


^ (loblin Smut j or (> Solar 


mm 

fllldCk 

missilo 

Htl.Kk 

Fftdgk 

Resistance 

(percent) 

fiir 

Paints 

XP 

Ualuc 

Chaos Sword 

- 

Debilitation, Starlight 
Shield, Earth Smite, 1 Taste 

Physical (75) 

120 

3075 

Chaos Sword 

- 

Web of Starlight, 

Starlight Shield, Whitdjre, 
Lightning 

Magic (25) 

T02 

MOO 

Chaos Scythe 

' 

Wall of Bones, Darkness, 
Crushing Death, 
Clumsiness, Mirror 

Magic (25) 

®7 

1200 

Chaos Maul 

— 

Lightning 

— 

*7 

1650 

Blood Axe 

- 

Earth Smite 

- 

87 

ms 

Pike 

— 

- 

- 

90 

1500 

Club 

Cyclops 1 iurlstar 

— 

Lunar {15} 

»7 

2250 

Buzzard Bite 

- 

- 

Solar O50) 

6B 

1350 

Wyvcrn Sting 

i 

- 

Lunar {-50} 

107 

2700 

- 

“ 

Debilitation, Wind, 
Lightning 

Physical (50), 
Magic {50) 

43 

- 

- 

- 

Lightning, Earth Smite, 
Minor 

Physical 150), 
Magic (50) 

43 

- 

- 

- 

Debilitation, Wind, 
Lightning 

Physical (75), 

Air (too) 

65 

1350 

Air Fist 

- 

— 

Physical (too), 
Air (too) 

no 

3300 

Earth Fist 

- 

- 

Physical (too), 
Earth (too) 

140 

4050 

Fire Touch 

- 


Physical (ioo) t 
Fire (100) 

Hi 

3300 

Earth Fist 

- 

Debilitation 

Physical (too), 
Water (100) 

125 

3750 

Fire Touch 

- 

immolation, Dragon 

Flames, Fireball, Light 

Physical (too). 
Magic [50} 

173 

7500 

Sabre or Broadsword 

None or Long Bow 

- 

- 

43 or 

64 

or 81: 

Sabre 

Poison Dart 

- 

- 

50 or 

71 

4S0 or 
1G15 

Sabre 

Short Bow or 

Great Bow 

- 

- 

33 or 

6 r 

125 or 

1575 


90 
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monsters $ enemies 








‘HRQUICL6? 


(BH6 FIRST MSGS 


fictal (3>trata]ij (Duibc 


Neutral 


Sa]u mender 


Neutral 


Buzzard Bite 


Neutral 


Venom Spit 


Scorpion, Giant 


Neutral 


Scorpion Sling (Poison) 


Scorpion Sting (Poison) 


Shadow 

(Wandering Spirit} 


Lunar 


Spirit Shield* Vs. 
Elemental* Vs* Naming, 
Vs* .Venom am}, Vs. Star 

Weakness, Wall of Bones, 
Haste, Add Bolt, 
Crushing Death 


Physical [ too), o 
Magic i too) 


Shams uk the 
Necromancer 


Shamsuk's Staff 


Necromancv 


Magic (5t>h 
Physical (sol 


Skeleton 


Chaos or Neutral None or Longs word 


!l or Li Lunar 


Cutting (75), 5# or 

Smashing (-50) 77 


*75 »r 
1200 


Skeleton Archer 


Chaos 


Lunar 


Short Sword 


[funder's Row 


Cutting (75), 77 

Smashing {-50} 


Skeleton, Giant 


Lunar 


Cutting (75) t 105 

Smashing (-50) 


Lunar 


Neutral 


Lunar 


Chaos Sword 


Frozen Doom, Dispel 
Star, Whitefire 


Physical ( too), iji 
M agic (so) 


Neutral 


Lunar 


Lunar i 25) 


lunar m) 


Lunar 


Necromancy 


Darkness, Exhaustion 


Physical (too), 
Lunar (50) 


Wraith 


Lunar 


Necromancv 


Wraith Touch 


Wrnilh Touch, Darkness Physical (100), Mo 
Magic (so) 


Wvvem 


Pseudodragon Sting 


Mirror, Web of 
Starlight* Light 


Air (-50), 
Magic (50) 


Zombie 


lunar 


Neutral 


Zombie Fist 


Physical (50), 105 1650 

Magic {15) 


Zombie, Plague 


Lunar 


Plague Claw (Poison t 


Physical (50), 
Magic (fOj 



monsters $ 

Enemies 



ITklce 

tin 1 H$ peer School Attack 

mtsslk 

Hd.ick imqio 

Resistance Rii XP 

(percent) Points Halve 


92 
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Zoinks! Another Knight 


Time to solve another mystery 
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News: 


Over 250 FastTrack Guides with many 
more to come — new online strategy 


every week. 


A daily digest of game industry 
news — our news area is the 
best place to start if you want 
to know what's new in games. 


Game Worlds: 


Our Game Worlds are dedicated 
to the most popular games 
and supported by our wealth 
of Fan Site Affiliates. 


STRATEGY 
GUIDES = 


Fast Track Guides 


Codes 
Downloads 
Contests 
Interviews 
Rre views 
nsH Prlma 
Gam© Saves 
RfTlllates 
FRQs 


Perfect Dark 


Space Channel 


Ever guest 


Syphon Filter 2 


Login 

My Recount 


Rbout Us 
Site Mop 


Torn!) Raider 


The Sum 


More Than 
































































Electronic Entertainment 
Platform: Nintendo 64 


0 Maps displng locations of 
all treasures/ encounters/ 
and special items 

0 All shop locations 
and offerings 

0 Walkthroughs to help 
gou discover the secret 
of Aidgn^ First Mage 

0 The storg behind each 
plagable character 

<3 Tables for items/ potions 
spells/ skills/ weapons/ 
enemies and more 

O Hundreds of hidden 
treasure locations 

^ Detailed lists of 
everg enemg and 
their weaknesses 
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